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ARCADE 
APOCALYPSE 


'MISSILE COMMAND" Comparison 


Full review of the fabulous HU-R-G- 
from MELBOURNE HOUSE 





48K Spectrum & fitari 400/600/800 


by Richard Wilcox 


After skiltulhy piloting your Jetcopter through a bombardment of E lectronie StOrms, 
Ground & Sea Based Missiles and attack from Armoured Barrage Balloons, you thought 
vou were safe to complete your missión ... But No! ... yet another wave of 
deadiy Jet Fighters appear from nowhere with onhy one objective... to eliminate you! 


Only your Hyper-Phase Lasers and amazing arcade skill can Keep you alive to com Hete 
a task that looks impossible. As the only survivor of'a once mighty invaston force you 
must peretrate deep beyond enemy lines, From a remote island protected by à complex 
defensive screen you must rescue your wounded comrades held captive beside an unstable 
nuclear reactor, which vou must first destroy! 


The ultimate in 100% Machine Code Arcade Games from a Master Programmer, 
achieving a new peak in programming perfécton and super smooth movement, Blue Thunder 
sets astoundino new standards in Hi-Res Graphics vath Pixel Scrolling over 
6 screens 5 different misstons, Hi-Score and incredible breathtaking 
PERSPECTIVE GRAPHICS! 

Richard Wilcox Software carries a lifetime guarantee, should any of our games falto 
load please return them for an immediate replacemeénL. 


A Richard Wilcox Software is available from leading software outlets or by completing 
the attached coupon, 


Richard Wilcox Software 


[cata E 


Ta receive your advance copy of BLUE THUNDER before 
it q0es on general release complete and post this coupon 
to us today! We mill rush you your copy by retum of post! 


O 48K Spoctrum (Cassette Only) É 5.50 
O Army átan d0BOM BO 
EL] Camette £ 0,95 

Please rush me ..... 


O Disk E 11,95 
copyries by retum as ticked above. 
| enclose à Cheque/Postal Order made pavable to: 
RICHARD WILCOX SOFTWARE for E... 


Telephone... 


ZEND TO: RICHARO WILCOX SOFTWARE 
Station Road, Walsall, W57 MZ 


TRADE GNL? ENQUIBIES FeELCDM E DR Uta 








The recent Leisure Electronics 


Trade Show held at Heathrow 
Airport (well in an hotel nearby 
actually) seems to have been 
rocked by those magazines 
which have taken a ntum 
| Leap. In the past early buyers 
of new computers have had to 
"wait several months before 
getting a users magazine to |. 
satisfy their reading needs. But 
since Sir Clive D-jumped into 
the future and announced the 
QL Computer there has been a 
veritable leaping of quantums. 
To date there has n no 
definite information on the QL 
beyond the lavish brochure 
Gontaruna its impressive 
specifications, vet already two 
magazines have retitled 
themselves, rem most 
notabty the E.M.A.P. 
publication Which Micro & 
Software Review (which to De 
fair hasn't put anything on the 
cover) contains the QL USER 
(incorporating Professional 
Computing), and the bi-monthly 
Your Specirum has now 
become Your Spectrum & QL 


User (YS is going monthly 


s00n). 
| WMhasa OL User 
supplement loose leaf inside, 
whereas '5 & OL User has 
their supplement stitched in, 
which makes it appear more 
established. In both cases 
there is really very little to say 
about the product beyond 
rehashing the extensive details 
included in tha widely seen 
Sinclair brochure. 
Consequently we are obviously 
going to be seeing the sort of 
 wrangles that have plagued the 
London producing centre for 


computer magazines during the 


past year, each of the larger 
houses all competing to De the 
pl with the most. It's all very 
well, and doubtless keeps lots 
of people employed, but it does 
become a nightmare for the 


software houses, who are 
forever bombarded with 
advertisement managers telling 
them that unless they're in the 


| OL User they'll be missing out. 


A second later and another 


| advertisement manager is 


cado po unless they're in 
Te L User, they'll be missing 
Oui Pos E 

Of course, Sinclair are 
hoping the QL will be a useful 
tool in the home and not just a 
games machine. But games 
playing will undoubtediy be a 
large part of what lt does in the 
average household, so we'll 
spare you the QL User bit until 
there are a few real QLs about 
to acutally use. 


CRASHTIONNAIRE 


A recent letter received by 
o Mangram complained 
that we said in a review thai 
two reviewers disagreed about 


| the merits of a particular game, 


and asked why we did that. The 
reason |s quite simple; if you 
have three players giving their 
opinions on a game they're not 
Ascensor going to be the 
same and it's only fair to repor 
that. Perhaps you find that 
confusing? Well we are offering 


vou the chance to say what you 


think about a lot of things to do | & ; 
| | do this, but there is no other 


with CRASH Magazine, its 
reviawing system and software 
in general. Reader involvement 
is vitally important to us at 


| CRASH, Your letters are all 


digested quite thoroughly, even 
if they don't subsequently 
appear In print. But letters do 
not always give a clear pleture 
of what most readers think. 
That's why we have provided a 
questionnaire in this issue. The 


| more forms returned to us, the 


better chance we have of 

finding out what the majority of 
you think about these subjects. 
So please fill Out yours and 
send it back. You're going to be 


| agreat help to us if you do. 


REVIEWERS COMPETITION 


| The response to our Reviewers 


Competition In issue 1 has 
been staggering. | had no idea 
so many of you were critios! 
bi de for responding so 
well. At a quick glance at the 
manuscripts received, the 
overall standard appears to be 
extremely high. As a result, and 
because of the sheer number 
of entries received we are 
going to have to delay 


announcing the results by 
another month. Sorry to have to | 


alternative as it represents 


| days of careful reading on the 


part of several people De fore 
any decisions can be taken. 


THE QL INFUSER 

No sooner has the dust settled 
over the QL launch than newish 
software house Joe the Lion 
have announced the firstof a 
range of games for the 
computer. Actually, what they 
are announcing is a program 
called the Emulator, which will 
be available on a Microdrive 
cassette and will allow you to 


"load a Spectrum machine code 


program Into the OL and run it 
as on a Spectrum. Às the QL 
has no cassetite port, a special 
connector will be included in 
the Emulator package to allow 
loading of Spectrum games 
from cassette into the OL. 

Of course, if this all proves 
true, the Emulator will 
transform the OL from a 
business machine into the best 


games machine on the market, 
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say Joe the Lion. On receiving 


the announcement, a few 
members of the CRASH team 
voiced doubts as to whether 
the claims can be true or 


“realisable, and confidence 


wasn't inspired further by the 
tone of the press release, 
which went on to say that the 


| Emulator is presently under 
“development, and that Joe the 


Lion needs a team of 
prgrammers for the coding 
stage. Anyone with a good 


| knowledge of the Spectrum, 


ZBO machine code and 68000 
machine code should get in 
touch with Joe the Lion 


| immediately. 


If the Spectrum Emulator is 


| successful, a follow up version 


for the BBC will be developed. 
Hs price |s expected to be In 
the region of £25. Anyone 
interested, contact Lawrence 
Holt on 061 366 5935 


 C.D.S. JOINS 


G.0.5.H. 
C.D.S. Microsystems have 


| bacome members of G.0.5.H. 





the Guild of Software Houses. 


| Gram Elner, sales mananger 










well below trade prices. This, 
on the face of it, may look good 
tor the games buying public — 
everyone would like to get 














Automata's Groucho, for 
instance, at £3 instead of £10, 
but It has a hidden comeback, 
The software house doesn't get 
all the revenue it needs and so 
risks going out of business 
(not that Automata seem to be 
doing that, it would take a 
noisa enforcermment law to do 
that), which means that the 
public have less choice in the 
end. Besides which, thiaves 
shouldn't prosper as well as 
the ones | have in mind seem 
to. 








for CDS sayd, 'G.0.S.H. has an 
important role to play in the 
development of the consumer 


software industry. The 


Consumer Charter which has 
been agreed provides 
consumers with a guarantes of 
reliability which in tum must 
benefit those companies who 
are members of G.0.5.H. and 
adhere to the Guild's quality 
standards which we hope will 
become widely recognised.' 

Of course, doesn't 
necessarily follow that all 
G.0.5.H, games are good 
games, but at least they should 
behave well! 

G.0,5.H. also has an 
important role to play in 
protecting its member 
software houses from the rip- 
off merchants who sell brand 
new games and exhibitions at 
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HOW THE RATINGS WORK 


"There has been much editorial argument over how the 
new games should be rated — and indeed, even il they should be. One 
argument 15 thal giving games a rating is too inaccurate. We've all 
become used to computer mags doing something like it, buta rating is of 
little use if iUisnt clear on what itis based. Some give a score outol five, 
some out of eight, others out of twenty. And we've all seen the bad 
reviews that gives five stars and the good review that gives two! | 

in CRASH you will find two sections at lhe end of each review 
which Can be cross-referenced to the review itsel!. The firstis headed 
COMMENTS andgives factual information regarding lhe program and 
avery general rating based on lhe three individual revigwers' opinions. 

Then come saven ratings. All the figures given are percentages. Some 
ofthe headings are used differently than you may have entountered in 
other magazines. Firstiy the heading USE OF COMPUTER. Until now this 
has usually indicated the usa ol tha Spectrums capabilities by a 
program, but we do not use it lhal way. After all a really excellent game 
may only néed 9K of memory — who's to say whether that |5 à good or 
poor use of the computer? Some games don't need fabulous graphics to 
ba great games — who's to say a game with simple graphics isn'trmaking 
tull use of the computer? | isn't a relevant haading for the games player, 
So our USE OF COMPUTER means, how user-triendly is the game, have 
they Pratas sensible keyboard positions, are there plenty of joystick 
options? 

The other heading whuch dilers in meaning from the way it is used in 
olher magazines is PLAYABILITY, which up til now has usually defined 
what we mesn by USE OF COMPUTER. What we mean by 
PLAYABILITY is literally that — is la fun gameto play from the word go? 


Alter all, à game may be anjoyable but not very addictive In the long run. 
We think it's fair to point cut the diffsrence, 


Overall 
The six above percentages are 
averages outto a final figure, 

All the above percentages are 
based on an average of the thres 
individual reviawers figures. 


SCALE OF PERCENTAGE 
RATINGS 


Under 30%a waste of time 

31-40% | qenerally poor, but may 
appeal tor some 

41-50% | average | 

51-55% reasonable iltype of 
game enjoyed 

56-60%  goodon mostcounts 

61-70% | generally recommended | 

T1-B0% | 

B1-20% 


Use of computer | 

How goodor bad are the control key 
positions; is there à good range of 
joystick options, is the program 
quisk tó respond to input? Inother 
words can you use the computer 
easily with this program? 

Speaks lor itself. 

Playabillty 

Is the game fun to play right from-the 
startor, after a complicated start. 
does itbecome fun to play? 
Getting started 

Are lhe Instructions clear both for 
control keys and game's objectives”? 
How good or bad is the packaging 
andioading? 

Addictive qualiles 

How long da you want to keep 
playing, and will you wantto play it 
again? 

Value for money 


highly recommended 
Knightoftha British 
Empire 

Above 90 words fail... 











GET, LIQUIDATED! 


Introducing five great new games from created Abyss - a feast of excitement . 
CCS guaranteed to give you plenty of and hidden danger for those who dare 
trouble. | defy the evils to be found beyond the 





You'll get no peace in the prohibition 
days of Gangsters — if the cops don't get So if you want trouble - we ve got 

you, your rivals will. Try keeping your the games. 

head above water in Brewery - a game all 

about liquid assets. Well try our All available for Spectrum 48K at £&6 ) 
hardest to sink you in Plunder - (Abyss £5). Selected titles available , 
aworldof Elizabethan | piracy. And from W.H. Smith, Boots, Rumbelows, | 
we're sure Battle 1917 is more than a m Greens and all good computer shops 

match for anyone - it should be - it won a or 


| Mountain of the Golden Lion. | 

















the Cambridge Award. 
Cases Computer Simulations Ltd., 
As if that's not enough, we ve even 14 Langton Way, London SE3 7TL, 
| 
| 
| 
BREWERY | giê | 
| AA. GANGSTERS! | | ” w 
&; WARGAMES (D- + PSA de nisi 
CX Strategy Games. 
«+ They're no pushover. 


10) Mo)BiolimMriojo) 
o ustest gardener in Old Mexico. 

Every animal for miles around wants to plunder 
Pedro s garden and eat his plants, and if that's not 
enough, the local tramp will stop at nothing to get 
his hands on Pedro's precious seeds. | 
What with constant re-planting, | 4 
chasing away the animals and » 
scaring off the tramp, a siesta is the name 


out of the question. j: ” hi the game 


Imagine Software Limited Imagine House, 5 Sit Thomas Street Liverpool | | GBW. Tel. 051-236 8] 00 (2Q lines). 
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BLUE THUNDER CAVERN FIGHTER 


SCORE: 05750 MARS MI >> 
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COMMENTS 











The CDS experience, more 
action...more ad Iventure... 





MM 








| ONLY £5-95 each at W.H.Smiths, 'Boats, jolai Monaios and other leading Comutar Sisrei, or.. 


Ea dd from CDS Micro Systems Send Cheque or PO. To CDS 10, Westfield Close, Tickhill, Doncaster DNIT PLA, Tel:(0302) 744129. 





WINNING AT JETMAN 


| Dear CRASH, 


Many people appear to be 
having difficulty in da 
further than level 3 in 
JETMAMN. This jetter Erátin 
help solve that problem, givin 
vou a technique to amass we 
over 50,000 points and get past 
| the teleport-stealing aliens on 
level 6. 

First of all, bear in mind that 

ou don't need to transport the 
ambto the alien base, but you 
| can Instead shoot the missila 
by hitting LB + (level you are 
| On) times. The problem is to 
gain enough time to shoot the 
missila down before It reaches 
your truck. Flying to Intercept it 
| doesn't work because you run 
| out Of fuel. The solution is 
therefore as follows: 

Fill in all the holes between 
the two teleport booths (you 
might as well pick up the light 
gun turret while you are doing 
50) and then head for the 
teleport-furthest away from the 
alien base. While you are in the 
moon rover you can use thrust 
| and fire to raise/ lower the gun 
and fire at the aliens. Ônce you 
have positioned yourself beside 




























MISWORDED REVIEWS 


Dear Lloyd 


Let me open this letter by 
congratulating you, and the 
CRASH team on your new 
magazine. Since | bought it I've 

hardly put É down. | have 
enjoyed the review section as it 
clearly telis you which games 
to buy. The best part is the 
pictures of the actual screen 
display as they tell you just 
what to expect (it's a pity 
they're not all in colour). 

My only criticism is in the 
write up of some reviews which 
are worded so as to give the 
Wro falei iai One said 
that JU MPING JACK was 

addictive — | found that after a 
faw g0es | got bored with lt. 
Tha poem is terrible but | admit 
that the 'squelch' sound Is 


great. 
MONSTERS IN HELL has 


Letter of the Month 





' sometimes it's the O 





the appropriate booth you can 
blast away at the aliens until 
the missile is fired and the 
warning appears. Then get out 
of the truck and enter the 
teleport, thus giving at the 
other booth (which brings you 
closer to the approaching 
missile), Don't fly about, 
wasting fuel, but remain | in 


| front of the booth until you see 


the rocket appear. (If before 
then, a rock or an alien is 
heading towards you, you can 
teleport to the other booth and 
wait until you think the danger 
is past then teleport back — 
don't wait too long or you may 
miss tha missila)! 

As 800n as you see the 
missile, start shooting at it, 
and by the time you get back to 
the moon rover you should 
have blown it up. If all else 
fails, jump on kt (this Cid it 
dead — and you too). All you 
have to do then, |5 keep 
dg the process. When 
you reach level 6 tha aliens 
have the ability to teleport and 
steal the booths. The system | 
use is to place the teleport on 
the moon rover where the 
aliens will leave it alone, and 
then drive it around so you still 
have one teleport betwsen you 
and the base. As before, when 
the missila is launched, you 
teleport to the other booth, 


small one character graphics 
and jerky movement and the 
screen is unattractive. STYX Is 
also rubbish. The screen is 
split into three sections, and 
once all three sections are 
completed you retum to the 
start. 

Anyway, apart from all that 
the magazine ia great. 

A. Crammond, Heswaill, 
Wirral, Merseyside. 


| wish we could do all the 
screens in colour too, but !'m 


| told (by those-in-the-know) that 


the cost would be prohibitive. 


| Asto the wording o! reviews, 


you must take into account 
personal taste, and the fact 
that our reviewers are only 
human — sometimes they like 
a game you might noi, and 
osite, | 
actually think JUMPING JACK 
is marvellõus, though ['m not 
keen on MONSTERS IN 
L. Looking at the mini- 
review of | would have 


ego DE software a of | 
as lo 75 as 


da ' pm 
vended anee to the ed 


| a 
PVeryimngo al COMES IN 


| Em sure your readers will soon 
| beat this. | would be pleased to 


masa 
"Christopher Sutherland, 


| readers have gol to say about 





| thought it fairly described the 


Dear editor, 


| times, annoying for a reader to 
| find a particular title If it is not 
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move to one side and shoot 
into the booth, thus destroying 
any aliens who try to teleport. 
Try avoiding enemies by 
moving rather than the teleport 
method. When the rocket 

ars, shoot it down as 
before. Using this technique | 
have reached level B (rocket- 
firing aliens) several times, but 


read any comments on this 
ep in future issues of 


Con ratulations to Imagine 
on onerntudationo which | 
completed in two days (luck 


invermess, Scotland 


| hope Ultimate won't be upsel 
at your leaking their secreis, 
Christopher, but as far as | can 
see you only left out one vita! 
ingredient — skill! | like the 
way you glibly state — just fill 
in all the holes... ! Il's exactly 
that minor problem that usually 
leaves me as one more little 
hole! So — let's see what other 


this recipe for success. 
Meanwhile, your cholee of 
software is already on its way, 
CnnaRo Ras: 






game in much the same words 
É] used (except for 'rubbish')! 


CRASH INDEX? 


| bought your first issue of 
CRASH and found it to be quite 
useful. | like your format of. 
listing programs “under 
conventent headings' and also 
the “Index To Reviews In This 
Issue, 

However, as a 
comprehensive ready 
reference, CRASH has failed in 
one important respect — It 
does not have an index tor all 
other programs usefully 
described in the magazine, 
thus making it difilcuh and, aí 


Jilyt 


“in the main index. 


| idea... 
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So instead of having a an 
index to reviews In this Issue, 
how about having a General 


| Index for all titles covered in 
| the magazine? | am sure this 


would be a tremendous help to 
us readers. | 
R.T., London Wi2. 


When | humbly put this idea 
(which | thought was very good) 


| to the Editor, he almost bit my 


head off, and threatened to fire 


| me If | said another word. 


Reading between the invective 
that came my way, ff seems 
that it's already an enormous 
amount of work just to do what 
we're already doing. However, 
next day, Iitté memo appeared 
on my (un) desk which said 
Congratu ations on a sensibie 
and went on to say 
that CRASH |s apparently 

oing to offer readers a deal on 

inders for 6 issues which will 


| have the most comprehensive 


index to ANY reference made 
in those issues. At this point | 
thought | might be in for a 
salary raise, but the memo 
pointed out that this Dinder 
index is going to be a simply 
appalling amount of work, and 
as | was lhe one who came up 
with the bright idea, perhaps | 


"would like to start on it right 
| away.. 
LM 


. Thanks a lot, R.7. 


HARD WORKING 
REVIENERS 


Dear CRASH, 


Congratulations on a well 


| presented and informative first 


issue of CRASH, and on 
recommending DEATHCHASE 
as new game of the month, 
which, for your information, 
repeats after level B. Having 
read through my copy, 
however, | would like to raise a 
few points. 

Being the first magazine to 


| give games software and 


games players the credit and 
standing they deserve, you are 
doing the whole image of 
games playing a great service. 
You are also making a very 
serious attempt to produce 
good reviews, having organised 
your reviewers and the criteria 
to which they work. But your 
reviewers must be very good 
games players so that they can 
get further than the average 


| player and form a balanced, 
| overall Impression of the gáme. 
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An exampla is your review of | 


GOTCHA. Having read kt | 
formed the Impression lt was à 
style multi- 
screen game and bought a 
copy. | was a little 
disappointed at the lack of 


| animation, and the first screen 


MIN 
tooked far more difficult at first | 


offered none of the precise 
timing required by MANIC 
«The second screen 


sight, and It is. If you do gel 
past this screen, which none of 
your reviewers did, then you 
are presented with the same 
screen layout but with different 
objects to collect — hardiy 
multi-screened. | siopoeE 
plaving and phoned Blaby; they 
confirmed that the game just 
continues in tha same way. | 
your reviewers had got past the 
second screen they must not 


| have compared it to MANIC 


MINER. 

Of TUTANKHAMUN your 
reviawer said, 'controlling your 
man can be alarming as he 
fires Independently and tends 
to zig zag about If you leave his 
control keys alone for very 
long, This independence is 
actually a bug due to Series 3 
Spectrums. | sent my COpy 


| back to Dominic Wood, the 


author, and he has re-written 
the kayboard and joystick 


| Bcanning code to take into 


account Series 3 differences. 
Hit's of any Interest, | have 
reached level 13 0ft LUNAR 


| PLAY IT YET AGAIN 





| an exce 


SS) Dear Lloyd, 


ida congratulatlons on 
lent first issue of your 


cmd magazine. was all that | had 
sas hoped for and then some. 


às | feel that the readers can 


* offer a magazine as much as à 


magazine can offer its readers, 


| Iwould like to contribute my 


views on the joystick (J/s) 
interfaces (1/f) currently 
available, since some of the 
impressions created by Franco 


 Frey's article, “Play in, 


Sam” are at odds with my own 


| experience. 


12 


TUTANKHAMUN 


JETMAN with a score of 
135,780 and still new graphics 
with positively sneaky 
characteristics keep appearing. 
Many thanks for the best 
Spectrum magazine so far. 

R.A. Holman, Sidcup, Kent 


Your comments, Mr. Holman, 
are very fair. In a sense | feel 
the value of a magazine like 
CRASH is that it Can actas & 
sort of “clearing house' of 
information on all aspects of 
games playing, and m 
personaily delighted to see thal 
a lot of readers are already 





Firstly, | think the “Options” 
should have been reduced from 
4 to 2 — non-programmable 
and programmable. Over the 
past 6 months | have had 
experience of 2 from each of 
these options. 

| have had a Kempston If 
with the Pro-Stik, and an AGF 


| non-programmable If, which 


worked very well. But in 
November | decided to move up 
to a programmabile If. Itis at 
this point that my experiences 
and those of Mr. Frey begin to 
diverge. 

My first if was a 
STONECHIP — “a much better 
pec — to quote Mr. 
“rey. He goes on to say thai, 
“pressing the appropriate key 


| month for review. 





treating us that way, 

As to our reviewers, their 
number is gradually increasing, 
with time we hope to have 
some mho are much better at 
one type of skill and some who 
are better with other games. 
But a point to bear In mind is 
that we are currently recelving 
in the region of 60 games a 
ince each 
game must be seer and played 

y 3 reviewers, each one has 
very little time for each game. It 
isn't always that they dont 
play far enough, but that they 
haven't enough time. It's quite 
logica! that at home you will be 
able to play a game for hours 
and even days, and get a greal 
deal further. After writing their 
impressions of a game, a 
reviower may take It home and 
play later, finding out all sorts 
of things that didn't crop up 
when doing the review. And to 
a A degree, | don't think our 
role is to tell you everything 
possible about a game, or there 


| won't be as much fun for you. 


On the other hand we are doing 
everything possible, given the 
huge number Of programs 
around at the moment, to 
provide balanced reviews 
which are not misleading. 
Some may inevitably siip 

| through — then it's your job to 
let us know what you think — 
and thank you for doing so. 


on the keyboard and at the 
same time activating the 
joystick in the direction 

'* required...” Quite true — BUT, 
“This procedure is then 
repeated for the other 3 
directions and the firing 
action” is not quite so 
accurate! Unless Stonechip 
have redesigned since 
November, the if has to be 
programmed for ALL 
directions, including diagonais, 
both with and without the firing 
action, plus the firing action 
alone — a total of 17 jis 
settings! This would often 
mean pressing three keys, and 
at the same time, holding the 

| !s in diagonal position with the 
ire button pressed. It used to 





take two people fully two or 
three minutes to fully configure 
a is for a game, and this had to 
be done before every playing of 
the game, 

a found this most 
unsatisfactory, so | exchanged 
if for the CAMBRIDGE j's & i/f 
package, and once again, | beg 
to differ with Mr. Frey. In its 
application the Cambridge 
really scores. By loading a 
short (approx. 1 minute) 

rogram, | have available the 
acility to set up the j's for any 
“la in my collection, simply 

y typing in the name. À simple | 
program mod can be made to 
list and select games by 
number. lt took about two 
hours to create this index to 
over 40 games. 

The procedure for adding à 
new entry could not be much 
easier; simply reply to the & 

rompta by pressing a single 

ey, and when finished, check 
it for accuracy. The If copes 
with all the combinations of the 
8 primary |/'s positions, 50, 

rovided the game can handle 
t, the jis & vt will do the rest. It 
can be a nulsance that this 
program must be loaded before 
game, but this takes less time | 





| than setting up the Stonechip, 


Franco Frey's article was the 
second that 'knocks' the 
Cambridge, and | feltit was 
time thai someone spoke up 
for them. 

A query. Has anyone actually | 
used the much vaunted TRIK- 
STIK? I've seen a few 
comments which make great 
claims for it, but no one seems 
to have reviewed Il yet. 

“Bm the only person to 
realise that CRUMPETS is an 
anagram of SPECTRUM?! 

tan Muir, Cramlington, 
Northumberiand 


| To take your most important 


point first, lan, Fm sure Sir. 
Clive is well aware about the 
anagram — there are 
untounded rumours in the 
business that he wanted to cal! 
it the ZX CRUMPETS, but the 
PR department prevailed! 
Working backwaros from there, 
the TRIK-STIK seems to have 
hit a number of production 
problems, which has meant 
that to date onty protolypes 
and pre-production models 
have been available tor 
inspection. After a word with 
Franco Frey, he asks me tô 
offer his apologies, in as much 


“as the Stonechip ilf does 


require more effort and time 
than suggested in his article, 
with up to 17 different 


 combinations having to be 


programmed. However the 
Cambridge unit does lengthen 
the loading proceedure by at 
least a minute. Perhaps this 
worth waiting for, especially as, 
to his knowledge, this is the | 
only joystick interface which 
caters for two independent 
ring actions — a definite 
advantage with most games. 
An apology, therefore, to 


| Cambridge as weil if it ssemed 





— o— O 


that the article was down on 

| them, but the point being made 
with that their solution, as with 
many othars on the market, is 
ge necessari!y the final one. 


A BIT BLURRED 


Dear LM. 
| think CRASH Is an 
excellent magazine, but the 
only problem is that most of 
the ris of not very já 
quality, and when it shows 
Ictures of most of the games 
tis all blurred and hard to see. 
Fai Tang, Witney, Oxon 
Having predicted your letter, 
Fal, we ve already put the 
| matter right, As you can see, 
= this issue is printed on a 
NES | shinier paper. | can't swear the 
BO photographs will be any less 
, blurred, photographing games 
screens is not an easy task, 
and after ten solid hours of 
loading games, you can surely 
forgive our photo team for 
getting a bit unfocussed 
FEOUgA the odd beer or two! 


| CHUCK AN EGG 


| Dear Crash, 

Having been a buyer and 
reader of your excellent 
magazine since the first Issue, | 
toe! compelled to write and say 

| how much | enjoy reading it 





ue 





and what fantastic value for 
money it is. When | saw that 
there were to be no listings, | 
threw my copy in the air with 
delight. However, | feel that one 
or two reviews were not quite 
accurate enough, and here are 
a few extra points which 
people may find useful. 
Regarding Chuckls Egg, 
people may wonder what the 
golden chicken does at the top 
of the screen. Well, apart from 
trantically dd its wings, If 
you reach screen 8, It escapes 
and flies after you, 
Eid si walls, and is truly 
sulcidal in lts tactics (Nasty!! 
Onto Lunar Jetman. Your 


| reviewer did not mention the 


teleport booths, which 
teleport' you to another booth 
about 2 screens away. I've 
scored 149,850 points, and can 
tell you that the aliens really 
get bad later on. There are 
mutant turbans which release 
white rockets when shot, flying 
saucers with umbrellas on top, 
saturns with revolving rings, 
bats with jaws, and many more. 
Readers may be interested In 
these tips on Atic Alac 
(completed). If Dracula sends 
you scurrying offto another 
room, then try picking up the 
golden cross. He hides in the 
nearest corner. If you go up to 
him, he quickly runs off. Good 


fun chasing Drac for a change, 


Isn't H? Also, if you pick up the 


me 
adit 
iva 





spanner, you can kill the red 
monster a few rooms to the 
right for a healthy bonus. Oh, 


| and my brother has scored over 


1 million on Zzoom!! Is this a 
record? 

Yours sincerely, Tim 
Higginson, Madeley, Crewe. 


Certainly sounds like , Tim. 
Actually I've had a few eggs 
chucked at me for the 
somewhat flippant and 
inaccurate remarks in the 
Chuckie Egg review. There'il be 
three more reviaws hangir 

from the gibbet in Ludiow town 
centre be today's out! Here 
É id irate reader... 


| HEN MANURE 
| Dear Crasheers, 


Now, now, people, after an 
excellent first issue, don't tell 
diga dropped your guard 

le In your revigws! Let me 
you a couple of examples: 

Chuckis Egg (My favourite 
arcade game — and me an 
rito addlct E Manure 

not appear in the game — 
in fact that “hen manure” is 
corn, which if collected earns 
you points. You also failed to 
mention that every 10,000 
points clocked up gets you an 


extra life, nor the fact that after 
| screen 9 the mother hen 


escapes from her cage, and 








The second error comes in 
the software guide, in the 
adventure games section. In 
the Ship of Doom it says, “in 
Planet of Death there is a 
computer which you may..." 
Ship of Doom? Planet o! 
Death? 


On the plus side, unlike R.D. 
Hammond (letter page), | do 
like The Termina! Man. The 
name CRASH doesn't seem to 
be any deterrent to sales either, | 
from the speed in which it 
disappeared from shops. | had 
great difficulty getting a 
second copy for myself. Could | 


| suggest you do a review on the 


excellent Velnor's Lair to let all 


| those who do not know the 
| game, what they are missing. 


Finally, | have a message for 
the revigwer Of The Mountains 
of Ket, who tried using the axe 
on the shopkesper. Tell him 
that he'd be better off chopping 
logs with It — after all, some 
“pe are willing to pay a lot 
or firewood. Also, | not a | 
mistake in Chuckie Egg's price. | 
You quote It as £7.80, when In 
the À & F ad in the mag the 
game costs 26.90. 

Yours, Brian H. Longstaff, 
Shafiteld. 


“"Whoops, whoops, whvops, 


where would we be without you 
uys out there sbt foto right? 
C'est la vie. V 5 Lair 
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“A COMPUTER SIMULATION OF 
THE SPORT OF ORIENTEERING 
48K SINCLAIR ZX SPECTRUM 





Three dimensional simulation of 
the sport oforientecring. Display 
15 continuously updated às you 
run. Ideal for map reading 
practice. Instructions, colour 
map and cassete. £9,95 


“astonish ingly realistic' Crash Micro 
'exceptionally absorbing' PCN 
“extremely impressive, highly recommended” Micro 
Adventurer 

k, 'of interest and value” Ed. Computing. 

| “invaluable aid for teaching” Compass Sport 





Send SAE for full list. 





E | 
sF. 


| DeptD FREEPOST EM463 (No stamp) 
[72 Kingston Road, Ewell, Surrey KT19 OBR 


PHIPPS ASSOCIATES “ns ai cost sererETRos 


Prices include postage (outside Europe add £1.00 per item). Access and Visa cards welcome 
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should certainly be re-reviewed. 
It's one of my favourites (and 
me an arcade addict). The. 
misquoted price for Chuckie 
Egg was dus to a surcharge for 
the 'hen manure'. Anyway, ve 
written an Infernal Memo to the 

| Editor about the whole affair — 
after all, | Nave to gel my own 
a somehow, 


| ORACULAR RAGE 


Dear CRASH, 


| couldn't resist the 
ÀS temptation to write to you 
Fado Ed review On 
ORACLE'S CAVE by Doric. lt's 
| utterly fascinating, and totally 
absorbs you with some great 
| graphics and great ideas. Ônce 
you've started this game, it's 
almost guaranteed you won't 
“o it's brilliamt! 
r 










| They must be to give graphics 
| just 73%, and as for giving its 
addictive qualíties 80%, It's a 
disgrace! | almost had to go to 
| hospital suffering from shock 
after seeing the points made 
and the marks given. Value for 
money has to be 100% and 
| playa já 85%. 
Not only is this game simple 
| to master, but it gives you a 
great feeling of total command 
and responsibility. lt must be 
one of the great names for the 
| Spectrum, a dba with 
| CHEQUERED FLAG, THE 
HOBBIT and other such 
classics, | hope you print this 
letter. 
T. Stabler, East Winch, Kings 
Lynn, Norfolk. 


The reviewers concerned have 

been chained Pp rm and 
| made to play ORACLE 5 CAVE 

sei they repented their folly. 


ATIC ACRACK 
Dear Sir, 


first people to crack ATIC 
ATAG? | found the three parts 
to the key and scored 72%, as 
a Wizard. 
The three parts to the key are 
sometimes in tha same place 
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e you reviewers blind? aca" 


HUMMER HOUSE OF 


- would advise anyone not to get 


elt 
Do you know if 'm ones ofthe | behalf this week have been 





as the previous game. All the 
keys (especially the yellow key) 


| are useful, and look for a 


trapdoor between two tables — 
be sure to cross it at the right 
moment! So far, | think ATIC 
ATAC is Ultimate's best game 
and for only £5.50, It is 
fantastic value for money, 

Stuart Mitchell, 
ic N. Yorks (age 
13) 


Any comments from other ATIC 
as ACCERS? 















coa MR 


Dear CRASH, 


| have just bought a copy of 

dt brilliant magazine and | 

ave noticed you mention a 
game called HUMMER HOUSE 

F HORROR by Lasersound. | 
would like to tell you that 
Lasersound have gone 
bankrupt a few months ago. | 
hope this comes in useful to 
vou. | sent to them to get a 

ame and got a blank cassette. 
Post in tough with them and 
they told me they had gone 
bankrupt and | lost my money. | 


anything from Lasersound. 
Stephen Cavanagh, 
Liverpool. 


Stephen, we have tried | 
contacting Lasersound at their 
offices in East London. Up until 
a few weeks ago, there was 
someone answering the 
telephone, bul answers were 
very evasive on all counts. 
Telephone calis made on your 


unsuccessfu! owing to the fact 
that Lasersound's telephone 
appear to have been 
isconnected. In the absence 
of any response from that 
company we must assume that 


| bankruptey is well 





= 


your clalm regarding their 
unded, 
and we would advise CHASH 
readers to have no further 
dealings with them. HUMMER 
HOUSE OF HORROR and EGG 
FARM have now been deleted 
di the Guide Section. 


CRITICISM 


Dear CRASH, 


-Congratulations for an 


excellent magazine formal. 
Crash has already been a 
valuable source of information 
for me as a software writer 
(author of 30 Space Wars, 3D 
Seiddab Attack). 

The reviews are very good 
but | feel that the point system 
Is not always used to reflect 
the reviawers rating Of a 
specific category but rather his 
overall opinion. For instance if 


a reviewer really likes playing a | 


game it usually has a high 
“Use of Computer” even |f the 
category was criticised for bad 
keyboard choice or no joystick 
option. In the same way 
graphics can be seen as 
marked higher on favourite 
games despite remarks such. 
as “small”, “relatively simple”, 
“farky". Setting up was a 
category abused in this way 
where for simple arcade games 


| there is hardly any difference 


as most just load and go. 

| was surprised to see 
relatively high marks on the 
cheap to produce easy to write 
arcade type games of pester- 
year and think originality 
should be a marks category 
where Space Invaders for 
instance gets about 5 per cent. 
Do the public really prefer 
copies of old games that 
invartably cannot be 


programmed to the standard of | 


the original? | believe the future 
will belong to the games that 
use the advantages of a home 


-— migro over a slot machine. For 


instance the aim should be to 
involve the player in a total 
experience rather than beat 
him as quick as possible and 
make sure he will play again. 
Perhaps your readers could say 
what It is they would really like 
from future games. 

Regarding your review of 3D 
Space Wars you mention the 
fuel goes down rapidiy. It is 


| only decremented when you 


fire (very slightly) and when you 
are hit by an enemy phasor 


| bolt. There Is a tactical skill 


factor to the game whereby you 
use the radar to pick off the 
enemy one or two at a time 
splitting the fleet up. By 
attacking upwards bringing the 
enemy in from the top of the 
screen you minimise the risk of 


| Dear CRASH, 


| Quicksilva) — here they are in 


. 
J 
= 








being shot back. Because the 
game gives you absoluta 
choice of direction (8 directions 
really are not good enough 
nowadays) a whole new 
dimension of skill is obtained. 


| This may take longer to achieve 


but the rewards are even 
greater and last longer than a 
quick to master control, 


Steve Turner, Witham, Essex. 


ART PAGE 


| was reading CRASH and 
was horrifigd to see you did nof | 
have a page where we readers | 
can send in our drawings of 
game characters. | know other 
magazines hardly have such 
pages. So put one of these 
pages in your magazine. Yours 
pleadingly, 

Robert Banham, Feltwell, 
Thetford, Nortolk. 


Um not sure my Editor really 
wánis & page for drawings, 
Robert, but since you have 
kindly sent us two of yours 
(with apologies to Ultimate and 
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| must take a quick moment to 
say thank you to all those who 
have written in the past couple 
of weeks. The letters have pil 
up to such an extent that | just 
can't fit even a fraction of them 
in, but good letters will still find 
their way onto these pages as 
soon as possible, so forgive me 
if you were expecting to see 
ourself in print this month. 
j o patience and stay tuned! 











PSYCLAPSE £ BANDERSNATCH 


48K SPECTRUM 


REINFORCEMENTS 
ARRIVE! 


COMMODORE 64 


After eight weeks of total concentration by our four master programmers Psyclapse & Bandersnatch, 
the two most original computer games ever conceived are entering the final phase of creation. 


Now the Imagine A [eam' have been joined by (from left to right) Steve Cain, Ally Noble, Dawn 
Jones, Abdul Ibrahim and Fred Gray. 


Steve, Ally and Dawn are three of the most accomplished graphic artists in the country 
and Abdul and Fred are two highly respected musicians. 


Their task is to enhance these magnificent games with dazzling animation, stunning 
effects and electrifying music, 


Psyclapse & Bandersnatch, a treat for your 
senses, coming soon from Imagine. 


lrnaçqine Soliware Limited, 5 54 Thomas Street, Liverpool, Merseyside LI BBW, Dealer Enquires Contact Sharon O Brten con 0591-236 B100 (20 lines) 





“You enter an alarmingly 
different world, in.which the 
awesome new adversarial 
potential of true artificial 

“Intelligence seeksto 

“dominate” 


o 
prude 


ee a 
NOBLE ping 





















AGF PROGRAMMABLE INTERFACE 
Recognised as the only true Hardware 
Er tag dd joystick interface this product 
offers all the features associated with such a 
design. 
You can use any Atari-compatible joystick 
controller with ma software for your Sinc- 
lair Spectrum or ZXB1, not just fes with a 
jovst ck option. 
Movement of the joystick is recogniãed by 
the computer exactly the same as pressing 
the appropriate control keys, and can there- 
fore give the most immediate response to 
that movement, The hardware programmed 
ppa 4 works with al possible key-reading 
methods, both BASIC and Machine Code. 
Eight directional movement, with or with- 
out the fire button being pressed, can be 
achieved by only É sie ai den the left, 
o up, down and fire keys required by 
the game. 
Programming is achieved by a two-digit o 
which is looked up on the Programmin 
Chart suppsa, for each direction and flcing 
button, These two numbers are then sel 
ected on a pair of leads which are clipped 


onto appropriately numbered strips on the 
interface, 


sei de ured this can be marked onto a 
Qui Reference Programming Card for 
Er with the game, As the programming 
|5 Hot power dependent the interface can be 
e pro used when next switched on, 


The keyboard remains de functional and 
can be used simultaneously with the joy- 
stick, 

Am integral rear expansion connector means 
there is no need to remove the interface to 
connect other peripherals. 

NB. A recent design improvement now 
means that the AGF Pr able Interface 
works with the new ickshot Il rapid 
“Auto Fire” feature, 


Cduickshot Il, JOysTICK 


NEW IMPROVED GRIP: BUNT-IN STABILIZING BUCTION e, 
f 
TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH : TOP FIRE-BUTTON 


FROM: MR/MRS/MISS 
ADDRESS 


JOYSTICK 
INTERFACE 








“ 


for EN | 






Spectrum | 


or £ZX81 


PACKAGE CONTENTS SUPPLIED 

é Programmable Interface Module as ilus- 
trated, complete with clip-on program- 
ming leads. 

e Self adhesive programming chart detailing 
how to define which key 15 simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 





e One pack of ten Quick Reference Pro- 
gramming Cards for at-a-giance setting 
to your games requirements. 





e 12 months guarantee and full written | 
instructions. 


KEY FEATURES 


& Programmabla des ves TOTAL soft- ps 
va sopa det 16.95 É 

* Accepts Atari, Competition Pro, Wico, mn 
Starfighter, Quick Shot, Le Stick etc, +EIP&P 

*w Rear extension connector for all other | 
add-ons. 

* Free demo program and instructions. 





Ea 


SEND C.W.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT.R, 
o REGIS, WEST SUSSEX, PO22 9BR. | 


Zx810] — ZXSPECTRUMO) Please tick 


DEALER ENQUIRIES WELCOME 


EXPORT PRICES ON APPLICATION 
















"ANOTHER PUZZLE 
FROM IMAGINE 


BEWITCHED 


This game 
makes Hampton 
Courtlooka 
doddie! 





c5.50 


/ APIECE 















'  (4BK e bóchd , Dragon, BBC id B, 
Nou! H getno siesta 
when you meet this mad 
Mexican gardener! 










E MOLAR MAUL | 
(Any Spectrum) | 

A totally new experience; 
anoralextravaganza! 

































JUMPING JACK 















ALCHEMIST 


Canyou discover the 
“Spell of Destruction?” 








Ah 
Diddums 
























for yourself. 





| (Any Spectrum) 

iate come depissnigma Ã ZZ00M 
Discover Britain's seller. | 
Hr ie dO | 7 ! | Don sa sê 


sã fly it! 


ZAP LEGGIT 




















(48K Spectrum) (Dragon & Atari) | | 
Heart stopping Leap your way | 
tension - through hazard |/ ALA O IANA 
| Supersmooth N filledscreens. VVA E K Y 





STONKERS 





animation 


WAITERS 



















Spectrum) 
(VIC-20] 
Polo on the ve | 
brink of battle, ENE Take atip from us, if you 
decision is yours! wantto stay sane, work 






é ofthe ; 
7 CVGGOLDEN pda AWARD q ata differenthotel! 


E Software Ltd. 


Imagine House", 5 Sir Thomas Street, 
Liverpool Li 6BW 

Tel:051-2368100 (20 lines) 

Telex: 628586 Games-G 













Lazer Zone 


Producer: 
Quicksilva/Salamander 
Memory required: 48K 
Retail price; £6.95 


Language: Machine code 


Author: Jeff Minter (of 
Liamasoft) 


Laser Zone is an insanel 

fast shoot em up with a dif- 
ference. This is more of a 
shoot em up 'n' across. In- 
stead of the usual leftiright 
movin 8 laser base at the bot- 
tom of the screen you have, 
in addition, a vertical laser 
base on the right hand side 
of the screen as well. Both 


bases are controlled in-| 
| dependently although there 
15 only one fire control for 


both. 

Because this |s an excep- 
tionally fast game, a trainin 
mode has en provideo, 
which allows you to get the 
hang of firing without being 
attacked. It's a bit like one of 
those tricks where you have 
to pat the top of your head 


with one hand and rub your 


stomach at the same time 
with the other — not easy! 
The assaults come in at- 
tack waves ta time-honoured 
tradition with aliens), and 
should any of the various 
aliens reach either laser 


base axis, they will simply | 


crawl along until they reach 
a base and that's one life 
gone. Later assaults contain 
pods which form on the 
screen and stay there a short 
while. When these blow up, 


any laser base opposite will 
be destroyed. 


me alien 
ships will swoop down and 
then sideways along an axis, 
and the only way to deal with 
them is to fire diagonally 
from the unthreatened laser 


whilst avoiding shooting | 


yourself! Electro bolts may 
be fired along the cannon 
tracks to destroy landed 


aliens, but there are only . 


three with another gained for 


| each wave destroyed. 


CRITICISM 


“Firing diagonally takes 
quite a bit of practice before 
you get the hang of it, and Em 
afraid you need to do it con- 
stantly! The graphics are 
fairly simple yet smooth and 
the game is a highly original 
one. lf's highly addictive, and 
makes an excellent two- 
player 'cooperation' game. 
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It's the originality and 
simplicity of idea which 


| makes it an excellent game. | 
hope Jeff Minter does more | 


software for the Spectrum, 
his games being in the main, 
very addictive.' 

For players who like 
shoot em ups and have 


| become bored by the usual 


'Galaxian' or 'Phoenix' tor 
mat, this game should prove 
à winner. The very speed of 
play makes it difficult to 
master, before one even 
goes on to talk about comn- 
trolting two different lasers 
at once. The keys are a bit of 
a handful, no E fofiria why the 
two-player working together 
facility is included. It ob- 
vious!y won'tappealto those 
who prefer a slower or more 
contemplative game, but it 
blew my mind! 

“This game offers lots of 
combinations for defending 
yourself, like the laser bases 
can wrap around' to escape 
landed aliens for a little 


longer while the other base 


tries to pick them off — butis 
there the time to think and 
act? The segence between 
lives is perhaps a little too 
long, although after a few 
hours playing you become 


Pr-Balled 


Producer; Automata 
Memory required: 48K 
Retail price: £6.00 
Language: Machine code 
Author: Jason Austin 





Automata's last effort, Pi- 


Eyed, was joky, a bit. 


unplayable and a bit all over 
the place (like the befuddled 
Pimanj). This one |s quite dif- 
ferent and boasts some ex- 
cellent graphics and a good 
arcade game of the type 


| where you jump from square 
| to square avoiding the 
nasties and changing the | 


TEMerrrrr 


| Laser Zone — insanely fast, pure arcade action shoot em up and across. 


grateful for the break! |f you 
like od em up games, this 
is triff. 


COMMENTS 


Control keys: QIW = 
leftiright, OO = up/down, 
SHIFT or SPACE = fire, X 
orM = electro bolts 


| Joystick: Kempston, 


Sinclair 2 

Keyboard play: fast and 

responsive 

Colour: reasonable 

Graphics: good, although 
uite small 


und: good 
Skill levels: a massive 32! 
Lives: 5 
Features: individual or co- 
operative firing, 1 or 2 
players 
General rating: very good, 
highly addictive for shoot 
em up fans. 


 Useof computer 72% 
Graphics 68% 
Playability 85% 
Getting started 94% 
Addictive qualities 90% 
Value formoney 75% 
Overall 81% 


colours of the squares as 
You go. 

The object is to help Burt 
change the Pyramid of Pitó 
the 'mystic' colour displayed 
at the top of the screen. Burt 
is being bothered by the 
belligerent Ball Brothers, 
Bobby and Billy. There's also 
Sid the Snake and the two 
Pixel Princes Col and Jas. 
There are 28 squares, or 
rather diamonds, in the 


| pyramid. From the topmost 


square the monsters issue 
forth to do their various 
dastardly deeds. The Ball 
Brothers, looking like giant 
omarties, zig zag down the 
pyramid and kill Burt off on 
contact. To lure the snake 
over the edge there are two 
magic discs either side onto 
which Burt may jump. He is 
then whisked to the top and 
must jump off again. But the 
top square is the most | 
dangerous, since that's 
where the Ball Brothers 
come from. The discs may 
only be used once per 


| pyramid. 


Changing the squares' 
colour is done simply by hop- 
ping diagonally from one to | 
the other. As the game pro- 
gresses you may have to 
jump on a square several 


'| times to get it to change col- 


our. Col may well come out 
and undo your work, whereas 
Jas Sold actually help. Con- 
fused? Try the game, And If 
you need some aid to con- 
centration, flip the cassette 
over and play Lady Clair 
Sinclive's latest hit single 
which is modestly described 
as possibly the worst Reg- 
ae music ever commited — 
eware of Balls! 





Is it Col, or is it Jas? But not a Ball Brother in sight. And that's 'you”, 


second line up. 











CRITICISM 


think this is the best ever 
game from Automata. The 
task .must be completed 
| without falling off the sides 
of the pyramid «unless he 
| jumps aboard a magic fiving 
disk, which can be useful in 


tight spots. The graphics are | 


very colourful and super 
smooth. There's a great 'Bar' 
scene between games with 
the entire dreadful gang 
relaxing and Burt making fun 
of the Piman. Don't bother to 
listen to the B side! 

“Very frenetic and adoie- 
tive. It takes some getting us- 
ed to the controls which are 
down left, up left, down right, 
up right. You'll fall of the 
pyramid a few times at first. 
Once a rhythm has been 
| established it's possible to 
às along at a furious rate. 
The flipside hit single would 
never make Top of the Pops 
— they'd ban it! 

'Pr-Balled is definitely fun 
to play, but | don't think it's 
lasting appeal is that high. 
You quickly get used to the 
control keys and the pat- 
terns of attack from the 
Pimen and his friends. But 
the graphics are excellent, 
especially Burt when he's on 
one of the magic discs, slow- 
ly turning around and climb- 
ing through the sky to the top 
of the pyramid. Certainly 
unusual.' 


Control keys: PIQ = up 
rightleft, LA = down 
leftiright 

Joystick: Kempston 
Keyboard play: very 
responsive 

Colour: excellent 
Graphics: excellent 
Sound: poor (and that's the 
A side!) 

Skill levels: gets harder 
Lives: 3 


Screens: 66 

General rating: very good, 
unusual and reasonably 
addictive. 


Use ofcomputer 83% 
Graphics 91% 
Playability B4% 


Getting started 74% 
Addictive qualities 79% 
Value for money B3% 
B2% 









Denis Through 
The Drinking 
Glass 

Producer: Applications 


Memory required; 48K 
Retail price: £5,50 


Language: Machine code | 


| One of the odder games new- | 
ly avallable at the 9th. ZX 


Microfair was this adventure 


offering from Applications. | 


You take the part of the 
Prime Minister's husband, 
Denis Thatcher. The story 


starts off in a cosy den at | 


Number 70, safe from Mag- 
gie's eye, where you can plan 
your getaway, and drink the 
cellar dry. 

All the descriptions of 
locations are rendered in 


rhyming from like this, which | 
Fr Some very amus- | 


makes 
ing and wry comments on 
political lifa in general, Your 
major problem is to find a 
drink, for this adventure is 
constructed so as to kill you 
off If you don't find one 
within ten moves, and 
reflects the general scênario 
that Denis must be got out of 
the house, avoid Maggie at 
all costs and finally reach 
the sanctuary of the 
Gravediggers Arms. If this 
sounds a little domestic, 
forget it. Denis Through The 
Drinking Glass is a tough 
assignment! Few adven- 
turers will have encountered 
a monster as fearsome as 
the Iron Lady: 


An icy blast, 

An icy stare, 
Abandon hope, 
Maggle's there. 
Sit you down, 

Be a peach, 
Listen to 

The latest speech. 


The game incorporates a 
number Of features common 
to many 'modern' adver- 
tures, like the problem of en- 
suring that you are clothed. 
Exiting through the front 
door without having ad- 
justed your pondo first will 
result in the friendly 
policeman handing you a 
copy of the SUN newspaper 


| with your portrait fully nude 


on the front E e — end of 
ame! The HELP facility can 


je as capricious in its clues |. 


as any. Àt one point, when 
asked, it said, 'Get knotted'. 


48K SPECTRUM 


Fou have been cecrtuited by De Minestocm 
who has discovered a new Form GÊ 
energy...pink tar, Your task ie to mine 
the tar... if you can! Fou drive the 
bulldozer but watch out For the creepy 
cravlics] À very exciting original 

arcade gare which requices skill and 
luck. Definitiy a game For any arcade 
wizgzaçd. 


- Kempston Joystick or keyboard 
- Highly responsive machine code 
- Crazy arcade sctlon 

- Great graphics and sóund 


-— e. e 


in the March issue said: 


- Requires lightning ceflezes and mastery of techniques 
- Dtterly addictive 

- Good values 

- J'mn sure this is going to appeal to a lot of anappy 


ONLY £4.90 


Make cheques / P.D. payable to ELM COMPUTERS, Please add 
30p For postage and packing. All cassettes quarantecd, 
dispátched within 24 hours. 


Ed 59 BATEMAN ROAD 
EAST LEAKE 
LOUGHBOROUGH 


COMPUTERS LEICS 


LEI2 6NN 


[a a | 
mlaçd! E, nd 
pata a 
RS di F 
Tibi [E j 
Pds À 
o ! a 


NCENTIVE SOFTWARE LTD, Sá London Sure, 
Reading AG] 450 Tel: Reading (0734) 91678 | 
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This turned out to be less 
than first thought when 
sheets were discovered 
under a bed, that could be 
| knotted to act as a rope 
“thrown through the window 
(mind you, that didn't work). 
On another occasion it mere- 
ly replied, 'Balls!". Again, this 
tumed out to be more helpful 
than one might suppose and 
seemed to tie in with the ex- 
istonce of plusfours, golf 
clubs and the ever helpful 
policeman who has 
something for your leisure 
and pleasure — balls 
| perhaps? 
| must confess, at this 
point, that | have managed to 
explore some of Number 10 
but not much more, it's going 
to take a lot longer! But 
Denis Through The Drinking 
| Glass is a delightful game, 
so spending a great deal 
more time on it won't be any 
bother. The wit of the game 
and it's detective-like 
ualities combined with that 
lamned 10 moves before a 
drink restriction make it 
 thoroughly addictive and fun 
to play. If this: is remotely 
near the truth then poor 
Denis must lead a miserable 
life. In search of that elusive 
gin bottle | noted the “volume 
jout of place" in the 
bookshelves very early on, 
but it only turned out to be 
| Kropotkin's Memoirs (or is 
that a clue — Fl have to go 
back and try again)? Other 
points worth passing on are; 
don't try jumping out of the 
window — It gives the SUN 
| another headline picture, 
'Denis pays a flying visit to 
the garden”, the painting by 
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SRS CLAD (o 


y Ma ky = 

E Millypede 
PR 

Nes Producer: Add-On 
UP» | Memory required: 16K 
“| Retail price: £5.00 | 
Language: Machine code 


EM 


As the name suggests, this 
is the venerable 'Centipede' 
on the rampage again. All the 
| usual features are present in 
this version from the cen- 
tipede itselfto the spider and 
another thing. Red and 
green mushrooms which 
need only a single shot to 
| destroy them, play their 
| usual part and the monster- 
“pede breaks up into 
segments when shot. “You' 
| can move left and right and 
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Aquarius and crudely 








Churchhill looks interesting | 


but the description wryly 
says, “Nice canvas, pity 
about the paint”, the cheese 
is dangerous, what's a 
PURDY (2), and Maggie can 
be lured away from her den 
and out of the house, Ônce 
out of the political confines 
ot Number 10 there are ob- 
viously a lot of other famous 
souis to meet and avoid. 
The game has been wrlt- 
ten with Gllsoft's excellent 


| QUILL utility, a fact which is 


stated at the very start. 'lalso 
see — à PLUG' it says under 
the acknowledgement. | 


| wasted precious time trying 


to do something with that 
wretched plug before | realis- 
ed it was a joke. Very funny. 


The response times are in- 


finitesimal, in fact when you 
get into the rhythm of 
repeating moves you already 
know, it's possible to type in 
as fast and continuously as 
the keyboard will allow. Very 
worthwhile, entertaining and 
challenging. | can recom- 
mend Denis — even if Mag- 
gie can't. 


COMMENTS 


Graphics: text only, uses 
full width and height of 
screen 

Sound: id fd | 
General rating: an excellent 
adventure and very 
reasonably priced. 


Playability 85% 
Getting started 70% 
Addictive qualities 90% 
Value for money 88% 
Overall 83% 


E = ; Ga ; SA 


upwards for about four 
character blocks. 

The general presentation 
of this particular version is 
dreadful. The cassette inlay 
has been printed for the 


overstuck with red Spectrum 
stickers, all the loading in- 
structions are for the 
Aquarius inside and there 
areno instructions as to the 
control keys or joystick op- 
tions (if there are any). The 
tape we received (from sales 
stock and not for review pur- 
poses) was badly over- 
recorded and the informa- 
tion only began some one 
and a half minutes into the 
tape. 





CRITICISM 


a 


| detailed and it looks like a 


| siôn lives up to those expee- 





| without much trouble. 


| around than this. 


à | COMMENTS 


serviceable 
Use of computer 45% 
Graphics 56% 
' Playability 46% 
Getting started 28% 
Addictive qualities 45% 
Value for money 50% 
Overall 45% 





The venerable creepie pops up again. 



















The version is quite a 
good one, but because | have 
now played itso many times | 
found it boring and unaddic- 
tive, There must be as many 
'centipede' games for the 
Spectrum as a millipede has 


gs. | 
The graphics are falrly 


reasonable copy of the | 
original arcade game. À 
game like this must move 
and fire quickly, and this ver 


tations, 

Idon't know when this ver- 
sion was really released, a 
long time ago | suspect, 
when it was reasonable. It's 
a simple game to program 
and it should lock good 


Millypede certainly looks 
okay, but | think ifs a bit 
much to put out Spectrum 
cassettes in Aquarius 
packaging. The game is out | 
ot date now, but for those 
who really still yearn for the 
good old days, | would say 
that there are better versions 


Control keys: QIW = 
leftiright, ER= downiup, ' 
T= fire andS to start, Not 
very good layout 

Joystick option: none 
Keyboard play: responsive 
and fast 

Use of colour: good 
Graphics: jerky, average 
Sound: continuous, fair 
Skill levels: 1 


Lives: 3 
General rating: old but fairly 


| Retail price: £6.95 


| relgasing old arcade games, 








Starblitz 

Producer: Softek 
Memory required: 16K 
Language: Machine code 


This month's reviews include 
two major software houses 


already well covered by ex- 
isting Spectrum versions. 


The other is Bug-Byte's | 


Cavern Fighter, and this one 
is Sofleks Starblitz — a 
'Defender' game. In both 
cases the results are ex- 
cellent and goto show that a 


a really good improvement 
comes along. 

In a "Defender game you 
control an attackin 
which travels over the sur- 
face of a planet avoiding the 
alien craft, some of which 
fire mines at you, others 
which grab humanoids from 
the ground. You score points 
for rescuing humans. The 


alien base in some versions, 
in others it's merely to sur- 


along, and there is a radar 


| screen at the top which 


shows your position, the visi- 
ble screen area, and the posi- 
tion of aliens and 
humanoids. 


As our reviewers 


| discovered, Starblitz is an 


absolutely classic version. 


 CRITICISM 


“This is a classic lookin 
version of 'Defender wit 
more colourful graphics than 
either Crystal's Invasion of 


“the Body Snatchas or, im 


deed, the arcade original. 
The | explosions 
marveltous. lt features all the 
origina! ingredients, has 


game need not be worn outif | 


craft | 


ultimate aim is to destroy an | 


vive. The landscape scrolis | 
“continuously as you fly 


aro | 











highly responsive control 
Keys and very go0d sound. 
The radar screen is very ef 


Like a 'Scramble' type 
game, Defender is one of 
those classic arcade games 


INCENTIVE 





FOR THE 
48K SPECTRUM 
AND 


PRESENTS.. 


“SPLAT! 


à Emp? 


e e — e —— ee 





which require skill and con- 
centration, has a simple idea 
and therefore can be very ad- 
dictive if the version is 
playable. This one is very 
plavable, and lovely to look 
at too. Certainly the most 
colourful, with very big 
graphics and smooth move- 
ment, and excellent sound. À 
very good version, 


fective and appears to be 
highly accurate in as much 
as you can line up a shot and 
fire with every hope of hitting 
| an alien that is just about to 
appear on the playing 
screen. | thought this was 
the best 'Defender' for the 
Spectrum yet seen, in fact 
the definitive one. It may be 
an old game, but for anyone 


COMMODORE 64 


ONE OF THE MOST ORIGINAL 

| & COMPELLING ARCADE GAMES 
EVER PRODUCED !! 
E5D0 WINNER! James Tam trom Wokingham 
who seored 12,830! fon visiting our offices to 
verify ás high sconmg abnhty - he scored even 
more!) 
SPECTRUM 48K £5.50 - COMMODORE 64 E65.50 


THE KET 
TRILOGY 


MOUNTAINS OF KET 

“A professional game in 

à competitive genre, 
especially if you want value 
for monev,| cam heartily 
recommend this adventure; 


HCW REVIEW | 


What they say: 
“SPLAT” is one of the most 
addictve games | have ever 
played on the . SBk 
SPECTRUM. | is cartanmy 
the most original” 

Computer E Video Games 


“Highhy recommended” 
Crash Review 








| First get to the mountain... 


MOUNTAINS OF KET 

48K SPECTRUM E5.50 
TEMPLE OF VRAN 
48K SPECTRUM E5.50 


A GARE DE 
1 CA DM PSA Da TO A PS O O PAT 


TEMPLE OF VRAN 
NEW An even greater 
challenge just released 





THE HIGHLY 

ACCLAIMED GAME OF 

ECONOMIC SURVIVAL 
THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS! HOW MANY 
TEARS WILL YOU LAST? 


4 5 STAR RATING HCW 31/1/84 dr 


BBC 'B' E6.50 
SPECTRUM 4BK £5.50 


MILLIONAIRE 


From a small humble home to a 
magnificant estate? Take on one of 
fes little challenges & become a 





| 
| 
| Above, the attack; below, a miscalculation. | 
new to Spectrum, it must be | COMMENTS : 
nice to kick off with games 
that are every bit as good as 


those on the arcades — and | Control keys: Q — T = up, 


this one is: CAPS —-V=A—G = Ra Ma ra 86 
'Quite simply, Starblitz is | Teverse direction, U & | = milhonaire! Start up à Software Co, 
the besi version of thrust, ORBP = laser, B = Buy, sell, Advertise, Deal with 


smart bomb 
Joystick: Fuller 
Keyboard play: very 
responsive 
Colour: very good 
Graphics: excellent, nice 
big aliens 
sound: very good 
Skill levels: 1 

' Lives: 3 

| General rating: an excellent 
version, highly addictive — 
is there any point anyone 
else doing a Defender' for 
the Spectrum? 


Honest Harry, Full Screen Graphic 
Representation of your current 
residence, + many other features. À 
compulsive game that grips you, 
SPECTRUM 48K £5.50 


OUR PROGRAMS ARE AVAILABLE FROM ALL LEADING 
DEALERS NATIONWIDE, In case of difficulty please use the coupon 


“Defender for the Spectrum | 
have ever seen. The graphics 
are large, smooth and col- 
ourtul (great multi-coloured 
| laser blasts). All the original 
features are there, smart 
bombs, bombers, aliens, 
pods etc. The game does re- 
quire quite a few keys but 
these are well laid out. It's a 
pity there isn't a Kempston 
joystick facility — ['m sure 
they Il sell thousands more if 
there were, The sound is also 
| g000 and your space fighter 


48K SPECTRUM 

[5.50 EACH 
seLAT O SPLAT O 
MOUNTAINS DF KETO 
TEMPLE OF VRANIO | BBC BISERIES 1) 
7984 E6.50 


COMMODORE | 
Gá E6.60 


útles as 


Please send me the 
indicated by st class post. | 
enclose cheque/P.O. for E...... 





seems to scream “OA no! | or debit my Áccess/Visa Account | MILLIONAIRE CD) 
when destroyed. This, coupl- = cera ERA - = 
ed with the hi-res explosions | Useof computer 79 dá 9 
(especially when you arehit), | Graphics 90% 
| makes the game an extreme- | Playability 95% 
|!y close copy of the arcade | Getting started 90% 
original. Definitely the best Addictive qualities 90% 
'defender' yet (| almost sear- psi nl E INCENTIVE SOFTWARE LTD, 54 London Street, 
ched for 10p between | Value formoney 83% Reading RG1 450 Tel: Reading (0734) 591678 
games)! Overall B8% ET SL Ea 
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At last, after months of hard 
work, the long-awaited sequel to 
'MANIC MINER has arrived, and 
Miner Willy has emerged into 
the light of day from his sub- 
Surbiton e sa there be 
any games pla pectrum 
pila who Oni nt know the 
name of JET SET WILLY? 


The familiar figure of Willy is 
now set in less claustrophobie 
Ssurroundings than he was in 
Manic Miner as befits a young 
'man who has made his fortune 
pj digging out the subterranean 

ches of 


urbiton and can now 


afford a gigantic mansion. But | 


the numerous screens look no 


easier. Even a casual visit to the 


Off Licence for a bottle of 
"something is fraught with 
hidden dangers (well, it may be 


setin Surbiton, but It's written in 


Liverpoo!!), which include over: 
anxious security guards and the 
ps scstç gaping pit you've ever 

d to swing pebegitos irei 
“there's the leapin 


g 
deceptively quiet q fon bidga: 
and all the problems associated 


with burrowing under 
mattresses. 


There's no way we can show 





doity 


| you all the screens or this 


ine would begin to 












r Eio 


e 
ips 
 neeio 


f! We're confident 
that Vou be seeing the game. 
Had soon, especially as Jet Set 
illy must be the most eagerly 
awaited program ever for any 
computer. 


With something like £20,000 in 
the bank from Manic Miner 
royalties, Matthew (Manic) 





Smith can now sit bac for a few 
"more months and getrichall 

"over again. But he's more Tandy BRA. 
to be back at his favourite Ta | 


E ER NR 


atravelbrochure, but 
waytotravelisto | 


A GA 6 Ta E h E! 





ams 


a] 


— 


ES Tur ER 
Ce adl pah 


working on yet another follow — 
up. tw a a g | 
whether Jet Set Willy h: nos the 
staying A spo of its 
beira bi yo 


na or on ga CRASH 


Tor Jet Set Willy looks jotost 
“fora long flight. (You may now. 
start voting for it by the way!) 


With Matthew Smith e at 


When you're worth a million a 
security guard is essential, but 
Willy's isn't all that nice — or 
secure... 


| and suddenly there's 
more of them — the 
leaping security guardas 
of Surbiton. 


With sublime indifference 
to personal safety, Willy 
casually sails over the 
Gaping Pit. 









The Name . 
For Quality. 
"And 
Innovation 















Manoeuvre your patrol craft 
over giant moon craters 
avoiding boulders and mines. 
Keep an eye on the hovering 
alien craft bent on bombing 
you out of existence. 













48K  J.S./K.B. 






[5.95 





FRADE ENQUIRIES: 
ANIROG SOFTWARE LTD. 
29 WEST HILL DARTFORD 

KENT (0322) 92513/8 


MAIL ORDER: 
8 HIGH STREET HORLEY 
SURREY HORLEY (02934) 6083 
24 HOUR CREDIT CARD SALES 
PAYMENT BY CHEQUE P.O. 

ACCESS/VISA 50p POSTAGE & 

PACKAGING 
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When there are better computer 
games we will be writing them... 


Imagine, the largest most successful software house in the world are dedicated in the 
pursuit of excellence. 


From our massive programming, graphic arts and music department in the heart of 
Liverpool, the most creative and innovative games in the industry are conceived, 
created and brought to fruition. 


Never before has so much talent been brought together under 
one roof, to work in unison toward a common goal... 
the ultimate in computer entertainment. 








Ri A 
of the game 


Imagine ubhvnie Limited, 5 Sir Thomas Street, Liverpool, Merseyside LI 6BW. 


Paslas Ema ildas Passado. ÉPlssas NS == AE SAP AAA PARA dh 
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Skull 


Producer: Games 
Machine 

Memory required: 48K 
Retail price: £5.95 

| Language: Machine code 
Author: LC. Docherty 


The Skull comes complete 
with a keyboard overlay 
which can be cut out and 
stuck on card to slip over the 


Spectrum's keyboard, and a | 


very comprehensive set of in- 
structions and objectives. 
The format is a 3D maze with 
a cClaimed 9999 levels of 
maze and 4 top 
score of 999.999, 

You start at the 'top' and 
always work down. There are 
two ways of descending a 
level, the hard way — fall 
down a pitfall and lose a life, 
and the proper way — use a 
trapdoor with a ladder. Other 
obstacles in the maze are 
portcullises which are often 
triggered by your passage, 
and the wandering skulls 
which kill on sight. What 
makes life bearable in this 
| nightmare place is all the 
| treasure lying around. It con- 
sists of crosses, keys, 
bronze and gold coins and 
" pairs of gems. If you pick up 
a cross you are allowed 15 
seconds, during which time 
the skulls appear with pairs 
of gems for eyes and are 
vulnerable to your attack. 
The keys let you open port- 
cultises, only one per key, 
but doing so costs you some 
points. 





Treasure is picked up by | 


occupying the square it sits 
in, and to the right of the 
laying area an inventory is 
ept. The cross flashes in- 
versely during its last 5 
seconds of useful life. Below 
the inventory a dos é appears 
with each new level, 
vour location and that of 
obstacles, skulls and 
treasure. Unfortunately it on- 
ly lasts for a few Seconds, 
| but only at the cost of some 
| points accumulated. Thereis 
also a lucky charm bracelet 
below the playing area which 
shows the number of skulls 
inthe maze. The playing area 
itself shows a simple outline 


3D representation of the 


vigw ahead of you and col- 
oured objects which may be 
picked up. 

Falling through a pitfall 
results in a series of flashing 
coloured boxes indicating 


your fall, whereas using a | 


2B 


showing | 









Bewara the looming Skull, its eyes mey gleam, but its heart is cold, 





ladder results in a downward 
moving ladder to appear, 
while the next maze is ran- 
domly generated, 


CRITICISM 


'As an idea, the game 
sounds easy at first, until 
you see the huge skulls 


“which are chasing around | 


after you. The graphics are 
good — detailed 3D with 
good useofcolour — and the 
skulls are excellent. | 
thought this was the best 
maze game I've seen vet.' 

“The use of colour is tairly 
gooc, but | was impressed by 
the speed of maze genera- 
tion and the graphics of the 
skulls. The objective is 
straightforward — amass as 
many points as possible 
without losing a life, and | 
found it entertaining as a 
game, bul it didn't have 
much lasting appeal for me. 
Directional movement is 
with the cursor keys, which 
isn't too bad as the pace is 
relatively slow, and there are 
others in use tood, so the 
overlay is very useful.' 

The general presentation 
of this game is very good 
nice instruction and hall o 
fame screens which eum up 
into four sections an 
on or off at different angles. 
Because the 3D maze cor- 


Tidors are black and white, 


generations of each view is 
instantaneous, and it's 
possible to move through 
this maze at high speed, 
sitowed only by the pitfalls or 


slide | 





the trapdoors which have a 5 
in 1 chance of opening up 
under you. The skulls are 
wonderful, sneakily sliding 
away behind walls, only to 
reappear behind you when 
you re not 'looking' for them. 
On the whole, the smoothest 
and cleverest maze game of 
its kind | have seen. | only 
wonder about the general ap- 
peal and addictiveness of 
such games — but if you like 
the type, buy it.' 


COMMENTS 


Control keys: cursors for 
direction, Map=2, Open=4 
Joystick: Protek, AGF or 
cursor clip on 

Keyboard play: responsive 
Use of colour: good 


| Graphics: very smoothly 


generated 3D although 
simple in construction 
Sound: fair 


| Skill levels: 1 


Lives: 4 

screens: 9 

Features: Save facility and 
'merge' — hi-score save 
system 

General rating: a good maze 
game, with mixed feelings 
about its addictivity. 


Use of computer 65% 
Graphics 69% 
Playability 75% 
Getting started 80% 
Addictive qualities 60% 
' Value formoney 70% 
Overall TO% 


| Cade “Action' tape with four 


| intergalactic enemy as a 





| Varying arrangement, so you 


“a playin 


| have picked up a black key. 











Jokers Wild 


Producer: Phoenix 
Memory required: 48K 
Retail price: £9.99 . 
Language: Machine code 
Author: Nic Ford 











Following on from their 
Dodge City double cassette 
game, Phoenix now offer 
lokers Wild, which follows 
the same format, le. an ar- 


levels to be got through 
before you are given the run- 
ning code to play the adven- 
ture tape. | 

The scenario is set in 1972 
and our intergalactic 
enemies (fed up with all 
those Tie Fighters and laser 
bases) are posing as a fun- 
fair. Before you imagine our | 


hundred and fifty foot high 
Big Wheel with people going 
round in him, be aware that 
they are posing as funfair 
people and are placing hyp- 
notic playing cards in 'bunko 
booths' to capture people's 
souls. You and Captain 
Phoenix have been summon- 
ed back from the future to 
lock the hypnotic cards in a | 
lead-lined security box. From 
there you must find the time 
vortex that is holding our 
enemies in the space time 
continuum of earth 1972. 
The arcade tape presents 
a screen of forty squares sur- 
rounding a long black edged 
box in the centre. This latter 
is the lead-lined security 
area. The four corner 
squares contain four playin 
cards, one of each suit. À 
the squares (Or rooms) are 
connected by doorways in a 


can't just zip from one to the 
other. Those rooms without 
card have various 
coloured keys in them, only a 
few with black ones. You 
cant enter a room with a 
playing card in it unless you 


Only one card at a time may 
be deposited in the vault. On 
the first level there is one 
chaser — an alien Knave, on 
the second level there are 
two, three on the third and | 
four on the fourth. Between 
each level cleared you are 
o some clues which will 
e vital to you during the 
adventure part, and after the 
fourth level has been cleared 
you will be given the code 
without which the loaded 
adventure will not run. 





| 
| 

| 
| 
| 





CRITICISM 


'The arcade game is quite 
original in concept, very sim- 
ple, but because ofits speed, 
quite difficult to get through. 


| Your man, who looks like a 


Joker's head, moves ex- 
tremely fast, which can 
make him a bit hard to con- 
trol. On the other hand, he 
needs to move quickly 
because the chasers are 
frighteningly fast. lt can be a 
bit unfair when you lose alite 
near the door to the vault, 
because you start by coming 
out of it again and the chaser 


| is still where he caught you, || 
which means he probably | 
| will grab you again. When 


there is more than one 
chaser on screen, this tends 
to make the game a bit 
unplayable. 

The 
and well detailed with a good 
use of colour. If the game 
sounds difficult, it Is, and to 
make things worse you only 
have 30 seconds to get all 


four cards into the box! The 


adventure is a textonly. It 
begins outside the fair and 
you seem to have a few 
disguised enemies around! 


Producer: Phipps 
Associates 


| Memory required: 16K 


Retail price: £5.95 
Language: Machine code 
Author: Barry Comhill 


A bull has escaped in the 
streets of a Spanish town 
where vou are holidaying. 


| Being fearless, you offer to 


persuade it back into the 
arena by placing fences to 
divert it, and use yourself as 
bait to attract it. If you sue- 
ceed the townsfolk will 
reward you. 

The screen shows the 


| town from above, but it more 


resembles a model of a some 
medieval village from a 
history book. Sixteen houses 
surróund a central pond, 
with the arena at the top. The 
fences are kept down on the 
right. Depending on the 
ferocity of the bull chosen, 
the fences will only stand up 
to such mistreatment and 
collapse. 


raphics are large | 








Ati 
A [ie 


A well put together package 
that will appeal to many peo- 
ple. It will probably take 
sometime before a player 
succeeds in extracting the 
code from the action game 
and this could well prove to 
be a cisadvantage. 

| found that Jokers Wild 
grew on me with the playing. 


CRITICISM 


This is a desperately ir- 
ritating program. The idea 
would be a good one, but 


| selecting a level is a major | 
business while you wait for 


the words to wend their way 
down the screen, then your 
man has to move from the 
bottom left of the screen to 
the bottom right to start col- 
lecting fences. This takes an 
age because of the dreadful 
graphics. Fences are col- 
lected by pressing the P key 


attacks. 





Bunko booths galore in Jokers Wild. 








KH is a game that requires 
fiendishly fast reflexes, 
which fortunately the 
graphics cope with, or a lot 
of luck when you're up 
against three kKnaves. 


| However it does get a bit 


repetetive — the reward, of 
course, is to get the key to be 
able to play the adventure — 


| and dropped o pressing the 


D key — very obvious, but sil- 
ly nd to use because they 
are far apart. You need to 
drop the fences quick] 


' because the bull can still 


ore you while you are carry- 
ng one. It may sound like a 
Pp idea but the execution 
8 not.' 

“The bla are small, 
not really animated and very 
jerky character movement. | 
found the game Fc 
in fact | didn't enjoy it at all.' 

It says on the inlay that 
this is 100% machine code. 


Another gory end in sight as the enraged trestla table from Spain 


- e e O O O ei e e e DO dE 


| haven't vet. The one irrita- 
ton was the Instructions 
which flash alternately with 
the high score, making you 
wait between sentances. 
Definitely à game for speedy 
arcade addicts who also like 
adventures, otherwise it's a 
bit pricey.' 


COMMENTS 


Contro! keys: A/S leftright, 
K'M upidown 
Joystick: none 


Keyboard play: very fast and . 


responsive 

olour: go0d 
Graphics: large, well 
detailed and fast 
Sound: well used — pity 
about the Death March 
Skill levels: progressive 
difficulty 
Lives: 5 


“General rating: good value if 
| you cân crack the code! 


Use ofcomputer TO% | 
Graphics 68% 
Playability 68% 
Getting started T1% | 
Addictive qualities 72% 
Value for money 85 Yo 
Overall 





trit is then Em surprised. À 
doesn't look it, The graphics 
are primitive to say the least. 
It's also quite unplayable 
because the speed of the 
man is too slow compared to 
that of the bull which moves 
along im great jerks like a 
jumping spider. Not very 
nice. 


COMMENTS 


Control ke 
direction, 


* CUFSOrS for 
E pick, D = 


Drop a 
Joystick: AGF, Protek 


cursor clip on 


Keyboard play: poor 
| Colour olon average 
Graphics: very poor 


Sound: unimaginative 

Skill levels: 3 

Lives: 1 

General rating: poor, and 
surprising coming from this 
company who gave us The 


Forest, Greedy Gulch and 
Loony Zo00. 

Use of computer 42% 
Graphics 34% 
Playability 37% 
Getting started 48% 
Addictive qualíties 15% 
Value formoney 20% 
Overall 33% 


29 


69% | 








% 


| recording 











It's only Rock 
"Nº RollTomb 


of Dracula 


Producer: K-Tel 
Memory required: 48K 
Retail price: £6.95 
Language: BASIC 


This manages to sound a lit- 
tle like the sort of dreary dou: 
ble bill playing at your local 
on a wet Sunday afternoon. 
Actually it's an adventure 


| ip and a strategy game. 


t's only Rock 'N' Rollfollows 
the option menu strategy for- 
mula, the idea being to make 
it to the top of the music 
usiness,. You 
have several main options 
like doing a tour, doing a con- 


-cert, hiring a manager, mak- 


ing a record, buying a status 


symbol or writing a song for | 


your group. The program's 
method of writing songs 
would have done David 


| Bowie proud, with the cut-it- 


up-and-stick-it-down method 
that results in such gems as: 
Why does she like puking 
Shall ! wipe your nose 

So give me some 

Da wop bop do 


Kissing is like a dirty joke 
Don't you phone her up 
Don't do that, it's rude 
Sing it baby 


She never did like dribbling 
Shall | tickle it 
So lay down and be nice 
Come on feel that beat 

With songs like that you 


| could be getting a contract 
from Virgin any day! (They'll 


probably put the hit single 


And our next object is a — ZOMBIE, a ZOMBIE ER 





| out on K-Tel later). Other 


elements of the game 
include your energy and 
happiness status, popularity 
and fan clubs. Since you 
start off with very little in the 
way of loot, Concerts are 


| restricted to busking and 


tours are way beyond your 
reach. It's also impossible to 
make a record unless you 
have a record contract — 
and getting one is not 
simple. Drugs probes and 
various other scandals can 


affect your popularity, and, | 


as this is a real simulation, 
the more scandals you are 
caught up in, the more 
popular you become. 

omb of Dracula is 
another matter altogether, a 
sort of graphics and text 
adventure where you enter 
the tomb — a series of 
character block-sized rooms, 
some empty, some with 
treasure and some with 
ghouls in them. Depending 
on what number of silver 
stakes you are carrying (you 
start with 7) you will either 
beat or be defeated by 


| whatever ghoul you meet. 


Skill plays no part. 


CRITICISM 


lts only Rock 'n' Roll 
manages to be fun at first, 
but the program (which takes 
ages to load) turns out to 
have a complete 
insufficiency of options to 
make it very interesting or 
very realístic. Thus it bores 
within minutes, or as soon as 
you realise that you are more 
in the hands of luck than 
Skill. The Tomb of Dracula is 
frankly pathetic. The 
graphics representations are 
drawn in mosaics of 
character blocks and 











wouldn't frighten a two-year 
old. And there is little thrill in 
meeting 'A Zombies! which 


requires 15 silver stakes for | 


its defeat. You are carrying 
18. Oh good. Bye bye 
Zombie, what next? It's 
about as skilful and thrilling 
as being sick on the floor.' 

Tomb of Dracula is very 
boring — its written in 
BASIC, the graphics are poor 
ano | didn't like it. Rock 'n' 
Roll is better, but | am 
amazed that K-Tel would 
spend so much on TV ads 
and paenagina for such 
programs. They should have 
spent more money on the 
games. There are better 
programs to be typed out of 
magazines.' 

Now and again you get to 
See the show you are putting 
on in Rock 'n' Roll — a 
drummer drumming, playing 
synths etc. which is quite 


good but | don't think it's. 


worth buying it for that. It 
certainly isn't worth buying it 
for the Tomb of Dracula. 


COMMENTS 


Use of colour: poor 
Graphics: poor 


"Sound: reasonable tunes, 
| but otherwise poor 


Skill levels: 1 

General rating: generally 
poor in quality and 
imagination and not a 
recommended buy 


Use of computer 44% 
Graphics 38% 
Playability 40% 
Getting started 54% 
Addictive qualities 37% 
Value for money 35% 
Overall 41% 





Lords of Time 


Producer: Level 9 
Computing 

Memory required: 48K 
Retail price; £9.90 
Language: Machine code 


Level 9 specialise in large, 
text-only adventures usually 
having over 200 individual 
locations. In Lords of Time, a 


| band of evil Time Lords are 


plotting to alter the history of 


the world. You must travel 


back through time and col- 


| lect nine crucial objects, | 
each marked with the sym- 





bol of am hourglass. These 
will be later used to defeat 
the Time Lords. 

"The game starts and you 
find yourself in the comfort 
of your own living room. Sud- 
denly there is a blinding 


| flash and before you hangs a 


painting. There is also an 
hourglass on the 
mantlepiece. The painting 


depicts Old Father Time, and | 


bus come to life when ex- 
amined. The hourglass is a 
valuable treasure and can be 
kept Inside the grandfather 
clock to retaln your points. 
The only exit is North, and 


here stands a large, run. 
down grandfather clock. It | 


looks big enough to climb in- 
to, and Add it needs win- 
ding (could this be a clue)? 
Ônce inside the clock you 
can see huge cogs 
numbered one to nine, anda 
massive, stationary pen- 


dulum. The cogs are the key 


for travelling through to the 
many time zones. The idea |s 
to leave the present and 
travel through many promi- 
nent times in the earth's 
history. Go back and con- 
front angry cave people and 
ferocious dinosaurs. Go for- 


| ward and get lost amongst | 
| the stars. 


Your main objective is to 


| attain a maximum score of 


1,000 points. In order to 
achieve this, the crucial 
treasures marked with the 


hourglass symbol must be | 
put into a. 


collected and 
cauldron, Doing this willcast 


| a spell and deteat the Time 


Lords. 

| find It impossible to just- 
ly describe what a Brilliant 
adventure Lords of Time real- 
ly is. To me, all Level 9 adven- 
tures create a remarkable at- 
mosphere because the 
descriptions sound so life- 


like, This is where so many | 


other adventures fail. 

The game comes with a 
useful booklet containing 
some helpful clues. The in- 
structions are clearly set out 
and explain exactly what 
must be achieved. The 
booklet is short in length and 
can therefore be easily read 
before diving into the adven- 
ture itself. 

Lords of Time, like any in- 
teresting adventure, has a 
gpa a, appeal (at least, 
untilcompleted), but | think it 
will take at least a few weeks 


to figure this one out. It is | 


pensar a difficult game, 
ut definitely worth the 
money. 


Fraser Hubbard 





Producer: Digital 
integration 

Memory required: 48K 
Retail price: £6.95 
Language: Machine code 
Author: R.J. Swift 


Before going on to this new 
pare from Digital Integra- 
ion, we must first put 
something right from. last 
months review of their 
simulation, Fighter Pilot. 
One revigwer noted: 'Key 
control is a fraction slow, 
you have to keep a key press- 
ed for results. ..' 

Dave Marshall of Digital 
Integration demonstrated to 
us that this remark was a lit- 
tle unfair, The reason being 
that the control keys were 
designed to simulate an air 
crafts performance. In fact 
the control in Fighter Pilot is 
proportional, ie. the longer 
you keep a key pressed the 
more effect it has, moving, 
tor instance, from aslowto a 
very fast bank or turn. So we 
were a little wrong to 
criticise this. 

Night Gunner is a massive 
program, one which the inlay 
is at pains to point out is 
more of a game than a 
simulation, and which is bas- 
ed on a Second World War 
scenario. You are the gunner 
and bomb aimer whose aim 
is a good one — defend your 
plane against enemy attacks 
and destroy the ground 
targets in 30 different mis- 
sions. Each mission Comes 
in two parts, firstly the flight 
to the target, and then the ac- 
tual bombing run. In the first 
part vou get a cockpit view 
with your gun sights in front 
of you. Three types of target 
appear, barfage balloons, 
enemy fighter planes, and 
very large bombers wtich 
cross your flight path occa- 
sionally. Points are received 
for hitting any of these. The 
altacking fighter planes fly 
at you with their cannons 
blazing. Below the display 
area, the Captain reports 
time to target with a count- 
down figure. There is also a 
visual display of how many 
shells you have and a small 
aircraft shape for damage 
reports. A flashing indicator 


also tells you when vou have 
been hit and the status sym- 
bol changes colour in areas 
acordingly. 

Flight deck damage will 
result in random movement 
Of the plane during ground 
attack missions — if it's 
destroyed vou crash. If 
enough engines are 
destroyed before a bombing 
run, then the bombs will be 
automatically dropped, and 
f 3 or more engines go then 
you will crash (seems 
reasonable). Wings and 
tailplane may suffer damage 
without affecting pertor- 
mance, but if destroyed they 
will crash the plane. And |f 
the gun turret is damaged it 
Slows down your gun 
traverse, and if destroyed 
means that yôu can still fire 
but not aim. 


dicator telis you when 
damage is occuring. 

The producers say that 
Night Gunner's concept is 
based upon the Avro Lan- 
caster four engined bomber 
although it is notintended as 
a Simulation. Between mis- 
sions there is a screen show» 
ingavery large graphicof the 
bomber crossing a city 
Skyline and dropping bombs 
which turn into the letters, 
MISSION 1, or whatever mis- 
slon you are about to play. 


à E Tra 
RB: ”, 
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Whata fabulous program. 
First impressions are that 
it's like Zzoom, but just much 
more so. The 3D effect of the 
attacking fighter planes in 
your cockpit view is 
marvellous. They come from 


An enemy bomber crosses our path and bandits are coming in fast, 10 | 
d'clock high — Night Gunner takes aim, but there's no respite. 


The ground attack mis- 
sions are all different and 
alternate between high level 
bombing and low level rocket 
attacks. You have a limited 
number of bombs and 
rockets and the mission is 
terminated when the ammo 
isallused up. High level runs 
startoff with static planes on 
the ground and the direction 
control will move the plane 
and therefore the sight as 
you pass over them. Another 
variation is moving tanks 
where deflection bombing 
techniques must be used to 
take into account the move- 
ment of the target. Low level 
runs are even more frought. 
You are given a maximum 
height of 400 feet and must 
then divé to fire the rockets 
without crashing into the 
ground. caraio, these low 
level attacks flak is being 
fired at you, so you must 
weave the plane about tô 
avoid it. Again, the 'HIT' in- 


little specks in the far 
distance right up, dodging, 
weaving, firing and finally 
dashing overhead, or just 
under your wing tips. 
ohnooting them is a skilful 
task as you must use 'deflac- 
tion' shooting to fire at the 
point where they will be by 
the time your shelis reach 
them. The barrage ballons 
are tempting targets as thêy 
are Dig, but they're red herr- 
ings really as they take your 
mind off shooting down 
planes and thus saving 
Rear RE from damage. 

arvellous graphics, very 
smooth and real 3D in effect 
— oh, and the sound's great 
too. 

“With 30 missions to get 
through, Um going to be play- 
ing this one for a long time. 
So far skill level 1 (there are 
four) has proven to be too dif- 
ficult after mission six, 
because each mission gets 
harder as well. If you've ever 


The Lane flies over to announce 
tha next mission, 


seen an old war movie with 
aerial dog fight seguences 
(the real ones) then you'li get 
some idea of what the 
cockpit view looks like when 
you're flying to the target. | 
would say that this game 
transcends addietivity, 

The detail in Night Gun- 
ner is excellent. Even the ef- 
fect of firing your cannons is 
accurately represented. If 
you fire and then move the 
sights, you can see the 
bullets converging outside 
the centre of the sight, or at 
the position where the sight 
was when you first fired. Low 
level rocket attacks are the 
very devil. Trying to dive 
without crashing, line up a 
ground target in the sighis, 
avoid the flak and then gain 
height for the next dive takes 
all the concentration you've 
got. This is the first time | 
have seen a simulation turn 
into an arcade game — andit 
works! 


Control keys: Top row = up, 
second row = leftright, 
third row = down, CAPS or 
SPACE = fire, The cursor 
keys may be selected 
through the joystick facility 
ima 'AGF', then use O to 
ire 
Joystick: Sinclair 2, 
Kempston, AGF, Protek, 
Cursor clipons 
Keyboard play: very 
responsive, your sight 
moves aí a realistic speed 
Colour: used very subtly, 
excellent 
Graphics: excellent with 3D 
Sound: excellent 
Skill levels: 4 and with 
paid difficulty 
Ives: 3 
Features: 1 or 2 player 
games with ability to select 
difficulty level for each 
player independently 
General rating: a very Clever 
game with plenty of scópe 
and excellent value for 
money. 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualities 
Value formoney 
Overall 
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By DK MARSHALL 


A SPECTACULAR FLIGHT SIMULATION OF THE 
WORLD'S MOST EXCITING JET FIGHTER WITH 
STUNNING 3D COCKPIT VIEW AND THE 

MOST REALISTIC 3D AIR-TO-AIR 

COMBAT EVER SEEN ON THE 

SPECTRUM! 

JUPREME SIMULA PEGN 


it leaves the restat the 
E rurnma y as 
galhiesholo! 
= : 


/ Theo & 


NIGHT GUNNER 





















ig £6.95 
= OTH 48K Spectrum 
a AMAZING FEATURES 1 Joystick Compatible * 
à “ Landing and take off inc. VAT & p. & p. FOOTBALL ho air battle where 
rom 4 runways plus , é £7.95 Oniy BCEs survive - 
stgsring on he ground. J OyStick Com patible : aBK spectrum pes tios fighters 
iba Mg (Kempston, AGF, Sinclair League Analysis = directions, ques. 
= *fireid attack by the Interface 2, Protek etc.) Prediction. blazing, explosive 30 


BB y 
+ Cross winds. 
Turbyulençe ard 


With 9 methods 01 
team pertormanço 


ground attack sorties - 
and there's 4H the 
Hight home 


fanding dn | 

+ 4 Pilot ratings, 8 
Bazcons, ground 
femtures and map 

+ Artiticial Rorizon, 
radar ano High! 
compiulae 

+ L$ Flaps. LU/C and 
syatém failures 

+ 100% machine code 
wii coOmplata 
insiruetions and piloí 


— DIGIALE 
INTEGRATION O) 


Watchmore Trade Centre, 
Watchmore Road, 
Camberley Surrey GU15 3AJ 





“Definitely the Dest 
simulation for the 
Spectrum...” 

- Crash Micro 


E — — OT OO a: 
Please send me tha 
following games tor the Sogctrum 


Fighter Pilot 4BK LJ £7.95 
Night Gunner 48K []£6.95 
Football 48K [1£7.95 Trade and 


Taxi (Any Spectrum) [185.50 Export 


vaTandp &p inclusive withinuK  enquiries 
iQuerseas inc. 55p. per cassette) welcome, 








eo J : 7 x À 
+ Any Spectrum é aaa 
| Become a Taxi Driver 
amd test your skilla - 


But bemára he 
Reckless Drivors! 


Fun for all the family 


analysis - la! vour 
apectrum guide you to 
your poois selection 






“WIZARDS OF / ne 
COMPUTER GAMES 8) 
SOFTWARE 


Lifetime Guarantee Cheques ratio to Digital intogration 

| enclose a cheque/P.O. for — Total, 
Name 
Address 


fa fm 


Or debit my Access/Barclaycard Account No. 


CIITITITTIIIIITO) pese 





Tala Sales Camberiey tOZTB) 


Please send to Digital Integration, Dept CMa 
Watchmore Trade Centre, Watchmore Road, Camberley, Surrey GU1S 34J 









YOUR PLANET NEEDS YOU! 


Train to save Civilisation by 


Subscribing to 





MICRO GAMES ACTION 


Subscribers' as 
50p off each Crash Micro | 
Mail Order item! 


e Get your copy 


ahead of the.crowd 


S £4.80 (postfree) 12 issues £9. 00 (pos 


E, A à ; O Europe £15 (12 issues post InCI.) 
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Tv begn waiting. 1 


SINCLAIR talks... 


| At the Invitation of Sinclair Research, 
CRASH 


magazine took four 
readerireviewers along to an afternoon 
interview with Alison Maguire. Alison is 
Sinclairs Software Manager, and as 
such takes care of evaluating sotiware 
for publication. Inthe event, she was able 
to answer a wide number of questions 


F: Do vou know when the microdrives will 
be in ihe shops? 


AM: Er, yes ido — hs). 







area. But | think It add 


eral retoase within a couple of r (asa : 


ha. At the last count oia A 
our mail order: noi now E's 


tion of waiting for the: time it asia guie tor. 
te to place orders. We have eontroll- 
ed the demand tor it until we have got the 


supply reliable. We weren't sat led with 
the product right at the: start — 

people who bought. microdrives were 
Ele to telephone the engineer inho 


designed it and told him what was the 
“matter with it. You can only do that with 
small numbers of 
it's an absolutely fantastic product. The 


people, and now | think 
cartridges. aa more eder and | think 


we're ready y, there has been a 
time. lag, E “think th has been wor- 
thwhile. 


pu Sr think there will be software on 


AM: tt's funny. lts a sort of chicken and 
“egg situation, There are lots of things 


that will benefit trom being. on a 


migrodrive cartridge but if you e 


something om microdrive, you're onty go 
Ing to seilitto p da with microdrive. 5 
everybody else, um- 
tit Ara r80nge Srati nen, andwe'll be 
publishing our first microdrive. software 


around about June, something Ilke that. 


| think it's worth saying that a lot of 
ve been complaining about the 


Li pedaço but | think they're: perhaps corm- 
'paring it wrongly, thinking about 
'microdrive sottw 
don't think it's sensible to Apa a single 
game on a cartridg) 
“Storage. | would see the: 


are in the wrong way. | 






e ato poa 
Ge pa ted by the fact that they can 


“so much, and | think good adventure pro- 
“grams bed Id be! 
and also la nguages. | 


| Q: Are software h 


plana on, lada cm 


etmannma 





of pe o nouses soitware 


“sort SÊ 
“AM: Yes | think there contato. Treo 





arelots ofi games writing: 


are thinking 'big'atthe moment, andalso. 
es. It's an 
area where people are ei dd RARO 


thinking about ROM cartridg 


to find. RN bigger, bet 
more original, Who E WHO knows where toh will 
end! 





Es ri oo Ed 


has the ZX Interface 2 doné Potes doa 


| AM: Well, we've had a surprising nuca: 


of people buyingt just for the. joystick in- 


terface, which surprised me a bit 


because there are otherintertaces about. 


lence, then: 
know when | Rinkethey will. The ten 
| heard may well not dá alias notin eye 


which our readers put to her. The inter- 
vigw took place in the boardroom at 
Sinclairs London office in Motcomb 
Street on the 9h. of February. 

We met our four readerireviewers for 
lunch before the interview beside the 
swimming pool'restaurant of Chelsea's 
Holiday Inn. They were Matthew and 





Scott from Enfield, and Fraser Hubbard 
and his cousin James from Kent, aged 
between them 13 years to 15. 

The questions uppermost on 
everyone's mind were about the new QL 
computer and the microdrives for the 
Spectrum. lt was Fraser who kicked off 
with tha £64,000 question... 


«to CRAS 


The intrepid CRASH interview team in Sinclairs London board roóm. Leti to right; 


scott, Alison Maguire, Matthew, Roger Kean, Fraser Hubbard, James. 





3o 








Esyqiriavia 


Draughts 


Producer: Oasis 

Memory required: 48K 
Retail price: E4.95 
Language: Machine code 


Draughts is a board-mind 
game that computer soft- 
ware houses seem to have 
É et ignored (there's the 
C.P. Software ZX Draughts of 
course). But Oasis have just 
released a series of board 
games, of which this is one. 
Ifs a perfectly standard 
Draughts game, played on 
the 64 square shess board 
between two players (in this 
case the computer is one of 
| the players). 

Moves are entered using 
| the traditional algebraic for- 
mula, eg. A3-B4, and the 
player may choose to be 
| black or white (white always 
goes first). Ilegal moves are 
rejected, so for instance if 
your next move would let you 
capture one of the 
computer's pieces and you 
make some other move, It 
will be rejected, forcing you 
to take the piece. 

There are levels of play, 
with O being the easiest and 
fastest. When the program 
has completed loading, this 
is the first thing you must 
select under the heading of 
Look Ahead'. What that 
means is that the computer 
will search the number of 
moves ahead corresponding 
with the selected level plus 1, 
'soonlevel threeitwillsearch | 
four moves ahead. The 
fastest game is on level O 
where the computer only | 
searches its own move. 

Pieces are automatically 
promoted upon reaching the 
opposing back file and may 
then move in either direction. 


| CRITICISM 


The computer is a very 
good opponent. It also has a 
capture command which 
means that if a sequence of 
captures is found it will 
follow that sequence. This 
makes the game harder, It 
has ali the usual features ex- 
pected of a good game, ie. it 
does not allow cheating and 
it is user-friendly except in 
play. Oasis seem to 
specialise in these “mind' 
paro and they do it rather 
well." 

“The graphics are very 
good. The board is nicely 
presented in yellow and 





reen squares with the play- 
ng pieces in black and 
white, Not only does this 
mean that the colours are in- 
stantly identifiable (not 
always the case with com- 
puter board games) but they 
tend to be easy on the eye. 
The alpha-numeric notation 
is also very clearly presented 
as black on a veilow border, 
Another nice touch is that 
the piece about to be moved 
(on either side) flashes 


before and after doing so, so | 


it you take your eyes away 
for a second you don't have 
to spend ages looking for the 
move if you missed ft taking 
place. À very neat program. 
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"COMMENTS 
Control keys: all alpha- 
numeric keys from A to H 
and 1toB 
Use of colour: excellent 
Graphics: obviously simple, 
but effective 
sound: useful entry and key 
e beeps 

HI levels: 10 

General rating: an excellent 
implementation of the 
Classic board game at a 
very g00d price. 


Graphics 60% 
Playability 70% 
Getting started 68% 
Value for money 86% 
Overall 71% 
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Invader Cube 


Producer: Oasis 
Memory required: 48K 
Retail price; E4.95 


| Language: Basic & 


machine code 


This program has a slightly 


| split personality in as much 
| as it is called Invader Cube 


on the cassette inlay and 3D 
OXO on the screen. lts 


| schizophrenia doesn't in 


anyway affect the game 
itself which |s full of neat 
touches, and, as you might 
guess, is a 3D noughts and 
crosses game. 

K is played against the 
computer on four 4x 4 grids 
which are stacked one above 
the other in perspective on 
the left of the screen. Each 
grid, referred to in the pro- 
gram as a Plane, is 
numbered from the top 1 to 4. 
Each grid is then numbered 
in Rows (across) and Col- 
umns (up and down) 1 to 4. 

On the right of the screen, 
under the title (alter ego) 3D 
OXO, are two sets of In 


vaders, ten of each in white | 


and yellow, yours on top, the 
computers underneath. 
Below that is the user- 
friendly prompt box. 
Although the program has a 
lot of BASIC in it, entries are 
made to the prompt only by 
lj Jin — you don't haveto 

NTER them. All that's re- 
quired is a Y-esora N-o. To 
start, you are asked whether 
you want to go first. This 
established, you are then 





Space Invaders meet stock cubes. 


“over to the correct Plane and 
| Column. Then it's the com 
' puter's turn. 


“diagonally on one Plane or 


Invaders instead of boring 


| very neat and obviously ap- 
| peals to children without in- 
-sulting adult players. A nice | 








































asked to enter the number of 
the Plane, 'then the Row, and 
finally the Column. Each en- 
try is verified by the com 
puter asking '0.K?” so you 
can change your maind if 
you want to. When the entry 
is complete, one of the little 
invader characters trundies 


Row and slots itself into the 


Any straight line wins 
horizontally, vertically or 


through the whole stack, 
CRITICISM 


“The clarity of the graphics 
make this the best 3D 
noughts and crosses game | 
have come across. The idea 
of having different coloured 


old noughts and crosses is | 


touch is when a winning line 
is formed. The responsible 
Invaders all jiggle up and 
down triumphanthy! It's such 
an easy program to use and 
its price so attractive that 
the lack of any difficulty 
levels hardly matters at all — 
it's still a very hard game to 
win at. 

The 3D display is rather 
good, especially ba 4 
the game is mostly BASIC. 
The computer is a good 
ponent but does tend to be 
Slow to respond on occa- 
sions. | suppose this Is the 
thinking man's Invaders 
game. Having Invaders on 
your side instead of shooting 
them certainly makes a 
change. A Lot of thought is 
required as the computer 
can pulla trick out of the bag 






















































just when you think you've 
got it sewed up. 

Iflhad to choose between 
this game or Arcturus by Vi- 
sions, It would be this one | 
would pick. Apart from the 
fact that It |s 100% easier to 
understand what's going on, 
this one is £2 cheaper, The 
graphics work very well and 
the whole idea is appealing. 
You may have to wait a few 
| seconds for the computer to 
make up its mind, then, it 
has to wait much longer for 
you. Anyway, the pause 
gives you time to think — 
and you need it! | would 
recommend this game. 


COMMENTS 


Control keys: Y,N,1,2,3,4 
Use of colour: simple but 
effective 

Graphics: games like this 
don't rely on fantastic 

| graphics, but these are 


rp 
nd: reasonable 


General rating: good, 
playable and very good 
value for money. 




































63% 
80% 
68% 
75% 
69% 


Use of computer 
Graphics 
Playability 
Getting started 
Addictive qualities 
Value for money. 
Overall 69% 











Urban Upstart 


Producer; Richard 
Shepherd 

| Memory required: 48K 
Retail price: £6.50 
Language: Basic + 
machine code 
Author: P. Cooke 


it's a one way street... 
So says the introduction 
| tothis adventure game set in 


38 


80% 


Scarthorpe is the sort of 
town where even the dogs 
carry flick knives, where 
there's onhy one road in, and | 


today's urban sprawl of 


unemployment. The object 
here isn'tto getintoa place, 
but howon earth to get out of 
it. No one in their right mind 
would want to stay in Scar- 
thorpe, that's for sure. 

The screen is split into a 
third horizontal section aí 
the top which carries the 

raphics, and a lower two- 




























This is all nicely presented 
with descriptions in black 
and commands. in red. The 
locations are varied, the 
game starting off in a 
bedroom of what appears to 
be an 'alright' house, 
(although there is a store 
| room with rubbish on the 
| floor) and includes a number 
of streets like Grime Street 
and Cut Throat Alley, charm- 
ing areas like the local foot- 
ball ground and the rubbish 
tips beside it, the local Nick 
“and an appalling antiseptic | 
hospital. The latter acts as a 
sort of Limbo between hell 
and hell! 

As our revigwers found, 
| halfthe charm (if that's quite 
the right word) of this game 
lies in its modern, urban set- 
ting. 


CRITICISM 


“The title screen sets the 
scene nastily enough, with 
its tumble down, graffiti- 
strewn walls, and 
background of smoky in- 
dustrial mess. is rather a 

gera adventure game, and 
' does make a change having 
| poe in Cut Throat Alley to 

aving evil wizards in 
dungeons. The graphical 
representations of the loca- 
tions are quite good and the 
game as a whole is well 
thought out. For example — 
when you start out, dont 
assume you are clothed, and 
don't drink the lager which 
has some obvious effects. 
The program also accepts, or 
at least understands, some 
very 'modern' language. | 
entered a few unprintable 
"Pphrases of familiar frustra- 
tion and amid siren walls, | 
was arrested and flung into | 
prison on a charge of 
obscenity! | enjoyed playing 
It. 

The only time to escape 
from Scarthorpe is in the 
“middle of the night when it's 
all quiet — well, falrly quiet 
apart from the flick of knives. 
Evervthing's against you of 
course, including the police. 
The graphics are good in 
detail, although slowish to 
build up, and the response 
times aren't bad either. The 




















































































































a 
Rss 


- Rattr 


thirds which carries the text, | [DDR 





É) 
F 


EMA U ns DR ie 
aps and football hooligans in 


vocabulary seems large and 
the computer does 
sense of humour (it would 
have 
Scarthorpe)! 


ave a 
to, diving in 


The police station cell 


seems to be a regularly 
visited location in this game, 
and | must admit, thatto date 
| haven't managed to get 
past the wretched desk 
sargeant, but perhaps he's 
only doing his job. Hospital 
is another favourite place. 
Either you get drunk or at- 
tacked by the irritable foot: 
ball fan, but whatever, Scar- 
thorpe's overworked am- 
bulance service is ready to 
whisk you off. Swearing is 
severely dealt with by a 
police car which swerves 
round the comer and arrests 
you (even inside the police 
station — which | thought 
was a bit steep), but | can't 
heip feeling that if you're 
irapped in nowheresville, 
there's not much pleasure 
left in life apart from a good 
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Ometron 


Producer: Software 
Projecis 

Memory required: 48K 
Retail price: E5.95 
Language: Machine code 


Author: Simon Munnery 


Despite the rather 
humourous artwork on the 


casseite inlay, Ometron is | 
actually a deadly serious 3D | 


cockpit type game in which 
ten waves of attackers try to 
land on the grid which you 
are defending. This is, of 
course, stuck outon a lonely 
uninhabited outpost of the 


empire. You are armed to the | 


teeth with cannons in a 
revolving turret. Nothing 
must get past... 

The screen view shows In 
the top third the blue of deep 













SCART-ORPE. 


swear! | think this is the best 
game so far from Shepherd, 
despite the usual lengthy 
loading time: 


COMMENTS 


Keyboard play: medium 
responsive, there's quite a 
tot of BASIC in the program, 
protected by an auto- 
destruct. 

Use of colour: mixed 
opinions — poor and good 
Graphics: varied, quite 
detailed, generally good 
Sound: poor to average 
General rating: above 


average 

Use of computer 61% 
Graphics 58% 
Playability 65% 
Getting started 65% 

| Addictive qualities 70%. 

Value for money 62% 
Overall 64% 


space; filled with stars; the 
middle third contains the | 
perspective lines of the grid 


| on which you sit, and the 


lower third shows the edge 
ofycur turret, scorelines and | 
a graphic representation of 
which direction you are look- 


ci SE | 
he attackers, which In- 
clude such diverse and terri- 


| fying space craft like Muon 


attack fighters, Tie Fighters, | 
Coathangers, Sugar Cubes | 
and Laserwing 2355 (Oh no 
— not the 2355), all come at 
vou from every direction of 
the eliptical plane. The | 
Muons are on first, arrow. 
shaped things. All the craft 
are in hollow 3D. Should one 
of them hit you, you lose a 
life. They are as likely to hit 
you from behind or the side, 
so it pays to have eyes in the 
back of your head — for- 
tunately there is a flip key 








CRITICISM 


The graphics work very 
smoothly, although they are 
not particularly colourful, 
What | liked was that this 3D 


| cockpit type game moves 
| very quickly. The enemy are | 


| frighteningly single-minded 


about wiping you off the face 
of the grid. But | also thought 
it wasn't all that addictive — 


| not that it's too easy, It isn't 


at all — but somehow there 
didn't seem to be a sense of 
involvement in the situation. 
Getting the hang of flipping 
to shoot an alien that has 
just whipped past and will 
probably get you next time 


takes some practice, but | 


once that's done, | felt it 
didn't go anywhere. 


an is an excellent 


ame with very good | 
a ics and | found it ex- | 


tremely adodictive. The flip 
button is essential so that 
vou can be ready for at- 
tackers trom behind (craft 


disappearing away into | 


space reappear behind E 
and vice versa) It also has 


quite reasonable and com | 


tinuous sound and a useful 
demo mode. Very good. 


'H takes alot o 
| tion with some timing skill 





“Pretty exciting to play — 


concentra- 


when you are hard pressed. 
The one thing | thought the 
game lacked was a proper 
radar scanner. 4ll too often | 
lost a life and wasn't even 
Sure why, probably hit from 
the side. 


COMMENTS 


CIV = rotate leftlright, B = 
flip, SPACE or CAPS = fire 
Joystick: none 

Keyboard play: responsive 
Use of colour: reasonable 
Graphics: very good hollow 
3D and smooth 

sound: continuous 


| Skill levels: 1 


Lives: 3 

| Screens: 10 waves of 
attckers 

| General rating: good. 

| Use of computer 80% | 
Graphics 88% 
Playability 72% 
Getting started 75% 
Addictive qualities 82% 
Value for money 83% 
Overall 80% 


Flying pyramids slam up the Ometron grid. 
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Arcturus 


Producer: Visions 
Memory required: 48K 
Retail price: 6.95 
Language: Machine code 


There have been a number of 


'3D Noughts and Crosses 


games for the Spectrum and 
now Visions have theirs out. 
The name of the program is 
justified by an extraordinari- 
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ly long scenario, all about 
how super snails (well it |s a 
sort of grid game) grew up 
aeons ago in a galaxy far far 
away and mutated into 
super-thinkers who hated 
war. Then they had a bit of 
bother with those war-like 
Vigans (you know the type, 
all mouth and nuclear 
weapons) and they ended up 
settling the business by 
making the Vigans do this 
puzzle thing and somehow 
that got handed down to 
earth. Hence the name of the 


game (oh, we forgot, the 
super snails were from Arc- 
turus, hence the name of the 
game). 

There is a very complex 


| menu which must be used to 


| 
| 
|, 
| 











play the game. This is 
displayed at the top and bot- 
tom right hand corners. A 
skill level from O to 9 may be 
selected, Mode allows you to 
select between defensive, at- 
tacking or neutral play, the 
| Sound may be on or off, 

rinter on or off and the 

valuation on or off. The 
game itself is played on four 


tually help. Also, | don't real 
ly know wh 


the game got its name. There 
are 22 pages of written 
history, all very interesting 
but not very relevant. | would 


have preferred to do without | 
it and have them charge a| 


pound less for the game. 


“Apart from the confusion | 


arising from all the Instruc- 
tions and getting a game go- 
ing, it nowhere mentions that 
your cursor is actually mov- 
ed with the cursor keys. 


Perhaps they thought that 


| mboryrus 


boards of 4 x 4 squares 
stacked one above the other 
in perspective with a number 
axis horizontally and a let- 
tered axis vertically. Players 
may move a flashing cursor 
onto any unoccupiad square 
and ENTER the move. It is 
possible to play one player 
versus the computer, player 
versus plaver or the com- 
puter versus the computer. À 
timer can be set to limit time 
On moves Or games. 


CRITICISM 


“This isa very slick looking 
program. Others | have seen 
along similar lines tend to 
look very difficult to play, but 
the perspective stacks of 
four boards do make the 3D 
thinking process quite easy 
— well, quite may be an ex- 


aggeration. lts still a dif- 
ficult game with tons of 
subitletlv.' 


If you enjoy puzzles you'll 
no doubt enjoy Arcturus. The 
on!y serious problem | found 
with it was the difficulty of 
getting to play a game. There 
seem to be so many options 
and stages to go through to 
start one or get back for 
another and the inlay ano on- 
screen instructions don't ac- 





would be obvious, but it only 
adds to the general sense of 
confusion at the start. Once 
going, the very game idea is 
compelling and easy to play 
— very hard to win against 
the computer. Perhaps the 
flashing cursor block could 
have been a bit more ob- 
vious, it tends to disappear 
when it moves about. 


COMMENTS 


Control keys: numerous for 
setting up options, cursors 
and ENTER for playing 
Joystick: AGF, Protek, 
nda clip on 

eyboard pay: responsive 

ur: good 

aner good 
Sound: useful 
Skill levels: 9 
General rating: very good 
for puzzle enthusiasts. 


Use ofcomputer 50 % 
Graphics 68% 
Playability 65% 
Getting started 45% 
Addictive qualities 57% 
Value formoney 58% 
Overall 57% 
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they wrote an | 
entire novel to explain why . 
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The saga continues. .M 
.Ja8s to riches. Follow(Miner ] 


Willy in his latest hai 


adenture « as new perilsg | 
aci him in his luxuriogs lu 2, 





For any Spectrum 
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Packed 
Crowds at the 


10th. ZX 
Microfair 


The 4th. February saw 
thousands queuing to get into 
the ZX Microfair at London's 
Ally Pally Pavilion, proving 
again that this jolly one-day 
micoaffair continues to be a 
big hit with Spectrum owners 
no matter what the glossy 
magazines say. Personal 
Computer News (Feb 18) 
reported that, People queued 
twice round the Pavilion... 
and shuffled patlentiy through 
the entrance, but once inside 
there was hardly any room to 
move and the temperature was 
tropical. 


Young visitors to tha ZX Microtair 
grab their copies of CRASH, 


Ro | Cria 


lt was packed, the 
temperature was hardly 
tropical and the PCN reporter 
should perhaps have asked a 
iew of the crowd whether they 
liked it that way or not, The 
crowds that formed around the 
CRASH Magazine stand 
certainty seemed enthusiastic. 
Over three hundred CRASH 
HOTLINE forms were filled out 
during the day and five 
thousand copies of CRASH 
issue two disappeared within 
four hours. 


HUNCHBACK v SNOWMAN 


Visitors to the CRASH stand 
were treated to the sight of 
Ocean programmer Christian 
Urquhart showing them how to 
play Transversion and 
Hunchback. Christian and his 
friend Nick Pierpoint, who was 
also at the stand, wrote 
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Transversion which Ocean 
published late last year, and 
Christian wrote Hunchback. 
Wihilst being slightly 
disapproving of our review for 
Hunchback (issue 2) ha was 
delighted to be able to point 
out how high up the charts the 
game was. 

Another visitor to the stand 
was David Shea, author of 
Quicksilva's Frenzy and of their 
latest release, The Snowman. 
David and Christian were sbon 
engaged in a verbal battle 
regarding the various merits of 
their games, accompanied by 
supporters on either side from 
the crowd (lhe temperature was 
tropical). Aloof from all the 
arcade war5 Was Our new 


Boosting Ocean's sales 
of Hunchback, author Christian 
Urquhart on the CRASH 

stand at the ZX Microftair 




















adventurer, Fraser Hubbard. 
Nevertheless, he was able to 
explain how to get Bugaboo 
out of the gorge, which 
resulted in another heated 
argument as to which side of 
the gorge is the best way up. At 
the next ZX Microfair, CRASH 
will be having a boxing ring 
where contestanis can hammer 
oui the best way to win at 
computer games, 


ZX Photography 
by Nigel Hatton 


After distussing some adventure reviews, Editor Roger Kaan and reviewor 
Frazer Hubbard pose for the persistent camera. 
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STILL POPULAR 


Despite the increase in crowds, 
the number of. exhibitors was 
down on previous falrs, 
probably due to what was felt 
to be a poorer response at the 
two day fair before Christmas. 
In away, it goes to show that 
one-day fairs are more 
appealing, both to exhibitors 
and visitors. But those who 
were there seemed to be 
naving a very busy day. It was a 
en fight to get near the 

tal Integration stand, where 





With the tropical temperature rising, Chris Urquhart, and Nick Pierpoint discuss program writing with 





David Shea at the CRASH stand, ad 
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Dave Marshall was sitting on 


the front flying his Fighter Pilot | 


and demonstrating aímin 
skills in Night Gunner. Gilsoft, 
delighted by recent reactions 
to their adventure writing utility 
The Quill, had some cover 
artwork on show for thelr new 
series of adventures written 
with The Quill under the 
heading of The Gold Series. 
ign Ltd were 
demonstrating their cursor key 
clip-on Joysticks, while 
Melboumes House wera 


' bemoaning the fact that their 


first ever HLU.R.G. cassettes, 


' due In at Heathrow that 


morning, had been delayed and 
were not available to 
demonstrate at the show. 
Micromania were shooting 
down aliens with the Stack 
Light Rifle (Invasion Force), as 
well as tackling ancient 
Egyptian monsters with 
Tutankhamun. 

Softeach were also busy 
with thetr excellent Custom 
Keypad Kit. The wallet contains 
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ten plastic keyboard overlays 
and two seli-adhesive transfer 
sheeis. One is blank for you to 
write on your own details, the 
other is pre-printed with a host 
of useful items such as cursor 
arrows, leftirighilupidown'laser 
irelbombs identifications, 
which can be stuck onto the 
blank overlays. Softeach are at 

College Road, Reading, 
Berkshire RG6 10E. 

Perhaps the most unusual 
item on show was for the ZX81, 
an English/Arab RAM pack. 
Marketed by Autoram of 
Jeddah, Saudi Arabia, this low 
cost item plugs into the ZX81 
together with an ordinary RAM 
pack and converts Basic Into 
an acceptable Arabic BASIC. 

The most obviously missing 
item was the QL from Sinclair, 
There was a mockup on show, 
which didn't ao anythin 
except cause disappointment, 

Going back to PEN tor a 
moment, they make a 
suggestion that it might be 
time to move the ZX Microfair 
tor the crowd's sake. 
Undoubtedly true. t's about 
time Birmingham and 
Manchester and Glasgow also 
get their own ZX Microfair, 
which we are sure would prove 
as popular In those cities as It 
has done and continues to do 
in London. 












ZIGGY FACES NEW 
CHALLENGE 


News from software house 
Fantasy suggests that their 
famed super-hero, the 
indomitable Ziggy of Pyramid 
and Doomsday Castle, is to 
face a serious challenge to his 
status. For In April Fantasy are 
releasing their newest 
spectrum game called Beaky 
and the Egg Snatchers. At the 
time of writing, detailed plans 
tor the game's contents are 
still under wraps, but Fantasy's 
Paul Dyer tells me that Beaky's 
main task is to collect eggs 
and then guard them from the 
899 sSnaichers, They have gone 
to town on the animation which 
features a bird with 120 
different frames to make up its 
movements, The game will be 
released on Commodore 64 and 
48K Spectrum cassettes, the 
Spectrum version being 26.50 


COKE POWER FOR 
IMAGINE 
PROGRAMMERS 





Imagine have revealed the 
secret fuel that keeps four top 
programmers going for hours 
ata stretch — junk food. 

Eugene Evans, Mike Glover, 
lan Weatherbum and John 
Gibson have been stocking up 
on cans of Coke — they buy 
them by the case — and 





toasties from the local take- 
away io keep them going 
through a marathon three- 
month session in which they 


' have been locked away with 


the brief to produce their 
biggest and best games yet for 
the 48K Spectrum and 
Commodore 64, 

Eugene and Mike are 
working on the 64 game, and 
lan and John on the Spectrum 


| game, Imagine say that they 


have drafted in full-time 
computer musicians and 
artists to help with the sound 
and graphics for the games. 
The Guild 9f recognised and 
Original Programmers and 
Editors/Assemblers (GROPE for 
short) will probably have 
something to say about this 
enforced imprisonment on a 
dtat of junk food, but whether 
it's the culsine or the sound of 
all those computer musicians 
tuning up their keyboards, 
there have been widespread 
rumours recently that Eugene 
Evans had left Imagine. The 
programmer himself was coy 
on the subject, but the 
spokesperson for Imagine told 
us, 'Ha was still there on 
Friday.' Judging by the 
photograph, Imagine should 
send them all home for a good 
bath — that scratching can't 
be good for the bytes. The 
games are Bandersnatch for 
the 48K Spectrum and 
Psyciapse on the Commodore. 





FLOPPY DISK SYSTEM 
FOR THE SPECTRUM 
Morex Peripherals Ltd have 


launched a Floppy Disk System 
for the Spectrum computer. It 


offers double density storage 


of 200K to 3200K and a Sinclair 
Basic compatibla operating 
system. The system includes a 
Morex Peripherals double 
density floppy disk interface, 
one or more disk drives, 
interconnecting cables, 
instruction manual, Spectrum 
disk operating system (on a 
Hoppy diskette), Masterfile, the 
disk version of Campbell 
Systems's Database program, 
Tasword Two, the disk version 
Of Tasman's word-processor, 


| and Omnicale, Microsphere's 


spreadsheet program for the 
spectrum in disk form. The 
programs are all compatible 
the Morex Centronlos/RS 232 
Interface. 

The system offers access to 
aaa ataread and write rate 
of 250,000 bits per second. Up 


to four disk drives can be 


connected to the interface and 
40 track or 80 track, single or 
double-sided can be mixed. 
Prices have yet to be 
established but are envisaged 
as being in the £260 to E 1300 
range depending on the 
complexity of the system 
chosen. Morex Perihperais Ltd 
are at Dept. MF, 172b Kings 


rã Reading, Berkshire RG1 
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From left: Eugene Evans, Mike Glover, lan Weatherburn and John Gibson. 
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Rod Cousens (fresh from Las Vegas) and Mark Eyles take a relaxed view of 
their new raleases at the press conference. 





| SNOWMAN FOR 
QUICKSILVA 


February the ist. saw the 
computer press assembled in 
the Victorian opulence of 

| London's Wyndhams Theatre 
tor tha launch of Quicksllva's 
new games for the Spectrum 
and Commodore 64. Six games 

| were previewed, four for the 
Spectrum, The &nowman, 


new game Snowman, 
et the press launch. 











Dragonsbane, Fred and the 
ultra-fast Laserzone by Jefi 
Minter, and two for the 64, 
Sting 64 and a Commodore 
version of best-selling 
Bugaboo. 

A curious air was lent the 
proceedings as Quickliva's Rod 
Cousens had only just returned 
from a trip to Las Vegas and 
the international computer 
shebang recently held there, 
and appeared on stage In full 
Wild Bill Hickcok rig. Guest 





programmer appearance was in 
the form of David Shea, who 
has written The Snowman, a 
very attractive adaption óf the 
book by Raymond Briggs. The 
Snowman is not David's first 
claim to fame as he is also the 
author of Quicksilva's Frenzy, 
now a venerable classic of the 
shoot em up genre. Fred, The 
&nowman and Laserzone are 
all reviewed in this issue. 


ADVENTURE WIZARD IN 
HELP LINE 


| 46 year old Frazer Hubbard is 


the latest recruit to CRASH 
Magazine's team of young 


| reviewers. Frazer first came to 


public notice In the February 
issue of Micro Adventurer 
when it was reported that he 
and his cousin, James Hull, 
had surprised Hewson 





| 


Frazer Hubbard (16), the adventurer who solved Hewson's The Quest In 


record time, 


Consultants by solving their 


Quest Adventure In only six 
weeks instead of the six 
months Hewson's had 
expected. 

The article polnted out that 
Frazér had been ina car 
accident and therefore had 


* time to persevere with the 


adventure, but both Frazer and 
his father Bill Hubbard, have 
pointed out that the facis were 
slightly wrong, by about two 
years or so, Frazer had been in 
a car accident two years 
previously — that had nothing 
to do with the time available to 
spend on the adventure, which 
was actually solved in six 
weeks worth of evenings after 
school. 

Frazer will be doing revigws 
of adventure games for 
CRASH, and we hope that we 
will be able, with his help, to 
catch up a bit on the 


| adventure side of the 
| magazine, Adventures, Of 


course, take some time in the 
reviewing if the reviews are to 
be fair to the program, and to 
date most of our regular 





revigws have bean arcade 
fanatics. Frazer, himself |s 
also fair hand with the joystick 
and at a recent meeting when 
CRASH readers interviewed 
Alison Maguire of Sinclair 
Research, he was more 
concerned with when Jet Sel 
Willy was coming out than 
with the adventure cassettes 
we had for him! Frazer's 
reviow of Lords of Time can be 
found in this issue. 

With Frazer's help CRASH is | 
also launching an 


Adventurer's Help Line. If you 


have any questions, Or 
problems (like getting stuck), 
write to us, Adventure Help 
Line, Crash Micro, PO Box 10, 
Ludiow, Shropshire SYB 1DB. 
With the kind of skills in 
lateral thinking that solved the 
Hewson Quest Adventure in a 
fraction of the time it should 
have taken, Frazer will dive 
into your problems and see If 
he can solve them for you, or 
offer hints which may be of 
help. We can't promise a 
g4-hour service on this 
though! | 
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SEXIST GAMES 


In a blatant attempt to bring 
sexist issues into the computer 
games field, C.C.S. have 
announced the release of three 
titles under the general 
heading of Games For Girls. 
The games have been carefully 


| chosen, say C.C.S., and provide 
| à mixture of adventure and 


challenge combined with tests 
of co-ordination, intelligence 
and application of logic 
ipresumably feminine logic). 

Ina passing reference to tha 
well known wiles Of women, 
C.C.5. go on to say that the 
games are less concerned with 
killing monsters and more 
concerned with bribing or 
avolding them! 

The titles are Hicksteao, a 
show-jumping simulation, 
Jungla Adventure and Diamond 
Quest, all priced at 28.00. 

Two other new games are 
War 70 and Pacific War, 
carefully chosen with the 


| violent, unco-ordinated and 


illogical agression of males In 
mind, and part of C.C.S. War 


| Games series which was 


started off with Batile 1917, the 


| 1983 Cambridge Award Winner. 


War 70 features a war game set 
in Napoleonic times and is the 
sort of game that can go on for 
davs. In Pacific War the 
American Fleet |s under attack 
by Japanese fighter pilots, 

Both games are priced at 26,00. 
IH you can save the day for the 
Americans, how about having a 
quick Jump at Hickstead and 
showing those guria a thing or 
two about logic! 


CODE NAME MAT 


As we have reported In past 
issues, Derek Brewster's new 
game for Micromega has had a 
struggle finding a name. Derek 
had originally dubbed it 
Invaston 2000 (it's surprising 
how many writers and 


| programmers need some sort 
"of name tag for a project 
| before it will take shape jn their 


minds), and had wistfully told 
me that Micromega never used 
his titles. Never mind Darek, 
one day, one day... 

At a recent sneak previsw Of 
the game in our Ludlow offices, 
we were able to see the 
problems of naming this 
mammoth space arcade 
strategy epic (see report in this 
issue), at which point, in some 
desperation, Micromega had 
code named it 'Hank' for the 
sake of calling it something! 


| (Weill, if Quicksilva can call a 


game Fred...) So it has come 
as some relief to hear that a 


| name has been decided upon 
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— and it is Code Name Mat. 
Anyone who has longed for a 
highly complex space arcade 
game which not only looks as if 
it's in 3D, but actually works 
completely in three 
dimensional space as well, had 
better keep their eyes pesled 
for the imminent release. 

Derek Brewster, who also 


THEY SAY THE WORLD WILL 
DIE 


SIBE & JOE 






a O O 
e o Ce e O O O 


dem E e q o e O O 
LA LATLITLLILTICOTITTOrOTETrT 


Ea O a a] 






CROSS THE ENCHANTED L 
HOM? 
Leant swim and] mever 
temrmed how to [yy 


“HIS IS AM EXAMPLE OF THE GRAPHIC LOCATIONS 


IN THIS AMAZING ADVENTURE 





empire iniciados 


Goscial 
tnthons and banida bo 
Abbrav lormg neces both scceptabie, 


Mie FoapÓnce Timo. Graphic incatoi. 
An aemeziro senso of humour. 


VAZ 









1! youve written any qcod programs 
tor the -beasl-deal around contact 
THE PEÓPLES COMPANT= ELECTRO 
on 01-247-D158& ask for Tomy Zaie 


pr write to above address 


CET 
mp 


e CO O a O 
CEC TrrErT 


eo 






Send PO/cheque to 
E leoirio soljmare 
13 Clarendon RO, 

London E 11 182 


wrote the very successful 
adventure Velnor's Lair and 
Star Trek (now marketed by 
Mikrogen) is back at his 
keyboards trying to think up 
another name for another 
game. Will this be the one to 
win Micromega's approval for 
game name of the year? 
Fingers crossed Derek. 
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Invasion Force 


| Producer: Micromania 
Memory required: 48K 
Retail price: E5.95 


Author: Dominic Wood 


This new offering from 
send isoneofthe first 
ctrum games for the 
S ACK LIGHT RIFLE other 
| than those already done by 
[the Stack Light Rifle people 
themselves. One thing has to 
be said straight away — as 
| the game can only be used in 
conjunction with the light ri- 
fle (or SLR), all comments 
and opinons are based on 
the fact that both game and 
SLR are backing each other 
up — in other words, the SLR 
is seen as an integral part oí 
| the game. 
Invasion Foare liself is a 
|successful cross between 
'Space Invaders' 


and 


'Missile Command'. Instead 
of guiding a cross wire sight 
and firing missiles in the 


| path of incoming enemy 


missiles, you aim at the 
screen with your SLR and 
zap a wide variety of alien 


| creatures which are out to 
Language: Machine code | 


destroy your six cities on the 
plain. This is a simple task at 
first withrthe aliens appear- 
ing singly, but as successive 
waves are wiped out they 
begin to appear in groups, 
rapidly, and moving erratical- 


y. Ep ars as 
Styling is done on a basis 


| of how many shots it re- 
| quired to rid the skies of 


aliens, and between each 
wave a staccato machine 
gun Sound accompanies the 
appearance of bullets used, 
and your score is updated. 
There are 35 different types 
of enemy and you get an ex- 
tra city at 10,000 points. 


CRITICISM 


“Ithis game didn't use the 


| There was a time when SLR | 


stood for Single Lens Reflex. 
Militarists will tell you that it 
really stands for Self 
Loading Rifle, but film 
makers have the drop. As 
long ago as the 1936 Olym- 
pics, the idea ofa reflex view: 
ing system for cameras was 


BTAGK LIBHT ELE 


9LA it would still be worth 


| buying because the graphics 
| are excellent, some of the 


smoothest moving, large- 
sized aliens | have seen for 
this type of game, each with 
their own characteristic 
design, animation and move- 
ment. The first waves are 
easy to pick off and you soon 

get used to Ag and fir- 
Na with the rifle, but as the | 
game goes on it gets to be | 
about as much às you canto 
do sight and fire before 
another three have knocked 
out a city. Despite its attrac- 
tive graphics and really good 
sound, the game itself is sim- 
pe and single-minded, and | 
would have to be honest and 
say that without the SLR its 
lasting appeal would be 


| Short. Asitis | think this prov- 


ed to be the most exhausting | 
couple of hours (physically) | | 
have spent in a long while. 
| can't make up my mind | 
whether the SLR is a good 
buy ornot, unlike a joystick It 
isn't universal in its applica- 








| developed and used. 
Anyway, its all irrelevant 
now because computer 
games players know lt 
stands for Stack Light Rifle. 

The Stack Light Rifle is a 
giant light pen that works 
very well up to about ten feet 
from your television set. If 
vou've tried drawing on the 
screen with a light pen, you'll 
know that you can't do much 
with it unless the tip of the 


screen, so it gives some in- 




































tion, 80 it's limited to certain 
games, in fact those made 
specially for it. Invasion 

orce is such a game. It's 
certainly a very improved 
'Space Invaders! type of 
game, and the 'Missile Com- 
mand' aspect is the first I've 
seen where you can really 
play well because the SLR 
acts as efliectively as a 
tracker ball. The graphics are 
nice and big, well drawn and 
extremely smooth. The ex- 
plosions especially are ex- 
cellent and realisítio. 
Because you have to be in à 
firing position, and because 
the game moves very fast 
after the first easy screens, If 
jall becomes excitingiy 
physical — like a real sport! | 
played for a little over an 


hour and found that my eyes | 
had tired before | had. | think | 


it's quite addictive for those 
who like shoot em ups — and 
for those with the SLA.' 


Using the SLR is great | 


fun. The directness of aiming 
through a rifle and squeezing 


pen is pressed close to the | 








—-—— — > 


dication of the accuracy and 
power of the Stack Light 
Rifle that it operates so far 
from the screen. There have 
been some complaints 
recently in magazine reports 
about the accuracy of the 


telescopic' sight on the | 


rífle's barrel, but in tests, we 
found our review rifle behayv- 


ed with commendable ac: | 


curacy if you used it as you 
would a normal rifle. 
Because itisn't a proper rifle 
sight, and is fixed to slide a 
limited distance, adjustable 


in one axis only, it obviously 
suffers some shortcomings, 


| but nothing like we heard 


mentioned. 

The rifle comes in three 
bits, the barrel, stock and fir- 
ing mechanism. The barrel 
slots in and is held firm with 
a locking nut. The stockslips 
into a cut groove just behind 
the trigger guard and handle 
and then has a brass tighten- 
ing screw to lock it into 
place, lt takes approximately 
half a minute to strip It 
down so that it can be used 
as a hand gun instead of a 


rífia, 


The games which are ob- 
viously suited to the use of 
the Stack Light Rifle are 
shoot em ups, and the rifle 
comes complete with a 


a trigger lends that extra 


amount of realism to an | 


otherwise standard shoot 
em up game, and gives it a 
whole new lease of life. lts 





cassette containing three 
games which make the 
point: High Noon, Shooting 
Gallery and Grouse Shoot. 
The best of the three, High 
Noon by D.E. Tsang, pits you 
against endless gunslingers 
walking round the screen 
and turning to fire at you. It 
seems a shame that Stack 
couldn't have come up with 
better quality games to give 
away with the rifle. The High 
Noon gun fighters are 
reasonably animated, but 
the graphics of the other two 
are extremely primitive. 
Which raises one obvious 





point — is there enough soft- 
ware being produced to work 
with the Stack Light Rifle to 
make it worth forking out the 
| E30 it costs? Stack say that 
they are talking to a number 
of software houses, notably 
Anirog, who are preparing 
games, and that there should 
be several on the market 
before long. Micromania are 


actually the first out with a | 


game called Invasion Force. 

Invasion Force is a dif 
terent kettle of aliens com- 
pared to the games which 
come with the rifle, and one 
reviower was overheard say- 
ing that he hadn't had as 
much fun since giving up 
Smirnov. We talked recently 
to another leading software 


addictiveness depends en- 
tirely on the muscles of the 
trigger finger! Great game 
and good sound. 


Just a few of the numerous aliens to pot with your SLR. 








| own a Stack Light Rifle 


Use of computer 85% | 
Graphics 87% 
Playability SO Vo | 
Getting started 88% 
Addictive qualities 78% 
Value for money 70% 

| | Overall 84% 


house about games for the 
Stack Light Rifle, and they 
said that they wouldn't ac- 
tually produce and sell one 
themselves because there Is 
still a somewhat limited 
market at the moment, but | 
they would certainly con- 
sider writing a game for 
Stack to market under the 
Stack name. 

As long as new games 
come along, or indeed some 
old ones are made compati- 
ble for the rifle, then it should 











be assured a successful 
future, for there's no doubt 
that it brings an entirely new 
angle on computer games 
with it — or perhaps It would 
be more accurate to say that 
it brings a very old angle 
back, that of physically 
Shooting something up! 

The Stack Light Rifle, priced 
£29.95 is available from 
many good computer retail 
outlets. 





COMMENTS 


Control keys: none 
Joystick: Stack Light Rifle 
In play: very responsive to 
the rifle 

Colour: all colours used 
very well 

Graphics: excellent 
Sound: excellent 

Skill levels: 35 progressively 
harder screens 

Lives: 6 cities 

General rating: above 
average shoot em up, and 
good value if you already 
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“The most fantasticrange mm so) 
of games frôm the creators of Avenger, Sentinel, 
Protector and any other superb; ERqgraros. 
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—, Pas send me cassetes ticked below. 
7 have endlosed cheque/P.O. for E. 


ER DUFiretlash for £X Spectrum €5.95 
E | Galactic Warriors for ZX Spectrum E5.95 

1 Proteus for ZX Spectrum £5.95 

[| Sentinel for ZX Spectrum E5.95 

Es |! Munnery's Mergatroids for ZX Spectrum 4BK E5.95 

1 Avenger for ZX Spectrum and ZX81 €4.95 
L] Super Digger for 2X Spectrum £4.95 
Li Moon Lander for ZX Spectrum E4.95 
Li Protector for ZX81 €4.95 
Li Bug Battle for VIC 20 €4.95 


+”, Prices include p&p 
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COMPETITION & QUIZ RESULTS 


CRASH QUIZ ISSUE 1 
We asked you questions 


- related to cassette inlays. 


The answers are: 
1 Psst 

Willy 

sSurbiton 

Book of the Faluvian 

Empire 

Meteor Storm, Frenzy, 

Astro Blaster * 

Mad Martha | & | 

3D Combat Zone 

Cookie 

Molar Maul 

10 Ostron 

11 dJoust 

12 Bedlam 

13 Mined-out 

14 Corridors of Genon 


Dos Aa Rwmn 


* As a number of you knew, 
there were actually four 
games, not three which 
referred to the Forts of 
Falnon and/or the Xxkraan 
Raiders, the fourth was 
Space Intruders. 

The three winners were: Ken 


| Sigley, Walsall, Staffs; lan 
Perkins, Lowdham, Notts: 


and Bill Hodson, Lancaster. 






ZX MICROFAIR 
COMPETITION 


We ran a pre-launch 
competition for visitors to 
the 9th ZX Microfair at 
London's Ally Pally which 
required them to find three 
missing squares of a larger 
drawing, the three pieces 
being dotted around 
somewhere in the pages of 
issue 1 0f CRASH. The 
correct entries went into the 
bag and were drawn. The 
winnders are: Steven Nesta, 
Ewell, Surrey; Martin 
Quarrington, Gillingham, 
Kent; David Callen, 
Benfleet, Essex; Nicholas 
Fleiding, Twickenham, 
Middx; A. Harrison, Luton, 
Beds; K. Edwards, 
Headington, Oxford; C.Y. 
Choy, Ruislip, Middx; Adrian 
Thurston, Buckhurst Hill, 
Essex; and M.T. Baker, 
Enfield, Middx. 





THE 
MONTHLY 











So you think you know your heroes! 
Take a close look at the six silhou- 
attes drawn out below and see If you 
can identify six well known Spec- 
trum games they represent. If you 
can, write out your answers on a 
postcard or in a letter and send them 
to: 


CRASH MICRO QUIZ 
PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 


Entries must be received by last post 
Friday 20th April, The first three cor- 
rect entries drawn from the bag will 
each receive £25 worth of software of 
their choice, and the answers and 
aorirara will be announced in May's 
issue. 


— CRASH 


CRASH QUIZ 
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It's the fun game of 
the vear — Trashman. 
From the moment vou sif 
down to play vou'llbe thrilled by 
this exciting, original, laugh a 
minute game. 
Your job may look easy to the rest 
of the world, but vou know the hazards 
speeding cars and pavement cyclists can 
both shake vou up. Let's face it cars can 
be fatal. 
But if that isn't enough vou ve got the 
other problems of vicious dogs, the alter 
eftects of overeating in the transport cafe or one 
too many in the boozer. 
Not only will you be gripped by the action 
vou || be amazed and amused by the high quality 
graphics. 

With seven levels of play featuring three 
attempts to finish the game (assuming vou are noí 
run over by a car) Trashman will provide even the 

most experienced games plaver with a thrilling 
challenge. 1 or 2 player option, Hall of Fame and 
joystick compatibility“ ensure this game has all the 
best arcade features. 
Trashman is available NOW for the 48K 
Spectrum. Ask for it today at your local 
computer store! 


Onlyv£5.95 
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Gereration 


Software. 


FREE POST, 
Bath BAZ 41ID 


Tel: 0225 316924. 








E=yquvies 


1994 


Producer: Vision 

| Memory required: 48K 

| Retail price: T6.95 

| Language: Machine code 
Author: Kevin Bezant 


Subtitled 'Ten Vears After, 
1984 is set in a nightmare 
world where computers trap 
people. You are Smiffy, and 
vou've just about had 
enough of the Central Com- 
puterso you decideto go and 
switch H off. Naturally 
enough the computer has 
other ideas and plenty of 
defences like cameras that 
throw plasma bolts at you. 
This is a platform game 
with lifts and numerous 
bonus objects as well as 
hazards on route. The 
various lifts have electrified 
bases, so stepping onto one 
| has to be well timed in order 
not to fry, and the screens 
are constructed in such a 
way that several lifis have to 
be emploved, or the same 
two several times. On each 
but the last two screens the 
object is to get the key and 





IMITA S 


PPT 


e La 
ADE ANDA il 


ita next level, and do this by 

lumpi no over the jellydroids 
(ja trifle annoying) and 
 avoiding the harmiess but 
annoying eagle which car- 
Fies you back to the beginn- 
ing again If it catches you. 
Each time you bump into a 
jelly droid or one of the ping- 
pong plasma bolts some 
energy is drained. When this 
has gone a further contact 
results in an explosion. 


52 





Ê 


put it in the keyhole to get to 


“lifts and fortunatel 





CRITICISM 


With three or four lifts, 
some going all the way, 


| some only half way, some 


up, some down, this |s a plat- 


| form game with an exiremely 


busy looking screen. 
Jellydroids, coiled springs 
and plasma bolts which 
bounce around like balls, 
mean that you can barely 
take a step without losing 
energy. The real skill Hes In 
timing the jumps to and from 
S&miffy 
jumps very nicely. The game 


has a practice mode for all 


eight levels which seems a 
bit strange, because it 
means you can play with 
unlimited lives. The graphics 
are very inventive and bright- 
ly coloured. All in all, quite 
addictive. 

think this game has been 
carefully engineered to be 
challenging and it almost 
comes off. The problem is 


the eagle which flies around 


and carries asa back to 
the Rapina. he game 
was difficult enough for en- 
joyment without that, but 
every time you get caught in 
his wretched talons you can 


| Sit back for a half a minute 


Gone o 


“Mia E, 





0 years after — coited springs and ping-pong balls rule — OK? 


and wait untilvou re dumped 
back at the start, By the Fifth 
time this happens you're 
about ready to give up on it. 
Strange that the practice 
mode gives you unlimited 
lives and lets you play all 
levels (7) Good reasonably 


-smooih graphics, and plenty 


of playability, but the price 

seems way over the top to 

me for what it actually is. 
Platform, jumping games 


| do seem to be among the | 





most addictive, and this one 
is no exception, although 
because of the practice 
mode | cant see its lastin 
value: being all that good. 
After all, maddening as il 
may be, it's the fact that you 
want to get onto the next 


| damned screen that gives a 


game its addictiveness. Here 
vou can play any one you 
want. Good for time-pressed 
reviegwers but not so good for 
the player generally. The 
graphics and sound affecis 
are very good and the game 
is playable, but very pricey — 
and that's not such good 
news. 


COMMENTS 
Control keys: 6/7 leftright, O 


jump 

Joystick: none, doesn't 
need il 

Keyboard play: responsive, 
but watch out for jump 
timing 

Colour: excellent 
Graphics: varied, detailed 
and reasonably smooth 


| Sound: good 


Skill levels: 1 

Lives: 3 (oficially) 

Screens: 8 

General rating: a very good 


| game spoiled by a few 


details and its price. 


Use of computer 80% 
Graphics 79% 
Playability T3% 
Gettingstarted 82% 
Addictive qualities 68% 
Value formoney 68% 
Overall 75% 





Star Trade 


Producer: Digital 
Dexterity 

Memory required: 48K 
Retail price: £6.50 
Language: Machine code 
Author: J. Plunkett 

Star Trade is an intergalactic 


version of Monopoly with a 
tew variations. They don't ae- 


| tuallysay that dueto the kind 


of complications witch 
Automata have suffered, but 
they do say it |s played very 
like Monopoly. It allows bet- 
ween one and nine players to 
take part but the computer 
will always muscle in on the 
game as well under the 
disguise of the name The 
Trader. 





The instructions are on 
side B of the tape, which 
might prove to be imitating, 
except that the playing side 
is very well prompted and the 
available options shown all 
the way through, The board 
has many recognisable 
features like GO, Jall and 


| Chance cards. Jail is refer 


red to as the Space Remand | 
Block, and the 'safe' corner 
is called Dock, The board is 
not at all traditional and in- 
cludes a zig zag section 
which allows all the requisite 
spaces to fit in without hav- 
ing to make all the property 
squares too small. Each pro- 
Ro is some intergalactic 
dy like Phobos, lo, Pluto or 
Ceres, and they are worth 
varving amounts depending 
on which property group they 
fall in. Players owning com- 
plete groups may build cities 
on them and increase the 
rentable value. All that's 
missing is the Community 
Chest, otherwise it follows 
the usual Monopoly rules. 
The dice is thrown 
automatically by the com- 
puter at the start of each 
players turn. À 'Press any 
key' prompt clears the 
screen to tell you what pro- 
perty you have landed on, 
whether it's for sale, and if 
so, for how much. If it's | 
already owned by another 
player, the rent is auto 
docked from you, If It isn't, 
then the option menu allows | 
vou to purchase, bid for it (if 
already owned), bulld a city | 
on It, view the title deeds (of | 


all properties), check how 


much money every player 
has left, continue the game 
or abort it. 


Whenever it is The Trader's 
turn, the screen, normally in 
red with yellow detail, 
changes to blue with black 
detail. There is a 90 minute 
playing time allowed before 
the money totals are totted 
ae and the winner announc- 


CRITICISM 


“The currency used is the 
£egnon, but Of course you 
never handle any, so it's as 


| toy town as any other! The 


on-screen prompts make 
playing the game very easy 
and quite flexible, although 
one thing surprised me. 
When you em to buy a pro | 
perty (press key 1) and enter | 
it, there is a fall safe which 
pops up to ask you ifyou as | 
sure (Y or N), but ifyou press 
key 7 (abort game) the Rue | 
is killed off instantly. With up 





+ 


| and colour could have been 
| put to better use to illustrate | 


| COMMENTS 
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The Trader — a mean opponent in galactic wranglina. 





“tonine players taking part | 
would have thought It was 
very easy to press key 7 by 
mistake. lt would have been 
safer if they had provided a 
fail safe there too.' 

| feel that the graphics 


who owned what. The pro- 
perty groups are identified 
by symbois like squares, 
circles, triangles etc. and 
due to the necessary 
crowding of written detail on 


[the playing board, it can 
| Cause some eyestrain Irying 





E a) 


to see where everything is. 
The game is fairly good 
though. 

The program is done so 
that everything happens very 
quickly with only the in- 
dividual player holding up 
| proceedings, and it is a very 
userfriendly game. But it 
seems a pity that they 
couldn't have used more col. 
our, the result is a little drab 
looking, which is a shame 
because it is funto play. It's 
addictivity 
depends on how much you 


like pau 





obviously | 


games like 
Monopoly. If you do, then 
this will Fa a refreshin 

change from The Old Ken 
Road. The Trader (computer) 
must have been programm- 
edbyJ.R.— its playsa pretty 
mean game. 


Control keys: numerics by 

on-screen prompt 

Colour: poor 

Graphics: all textin a 

qe face, reasonable 
ound: entry beeps and 


| some effects to indicate an 
| event 


Features: 1 — 9 players 
General rating: above 


average 

Use ofcomputer 59% 
Graphics 40% 
Playability 560 
Getting started 58 4a 
Addictive qualities 60% 
Value formoney 59% 
Overall - 55% 





— Laveman 


Producer: C.R.L. 
Memory required: 16K 
Retail price: £5.95 


q EN Language: BASIC & 


* some machine code 


Author: R. Rowlingson 


RW The idea of this game is to 


pick vour way across 
menster infested plains and 


O through treacherous moun- 


tain ranges to reach the 
Pterodacty!'s lair. There you 


“to the BASIC. I'm 


must steal the monster's 
precious eggs and return 
safely home via mountains 
and plain, ensuring you are 


| not eaten by a hungry beast 


on the way. You can only 
carry one egg at a time, and 


| six are needed to complete a 


level. 

So much for the cassette 
Eléaed blurb. The screen 
display doesn't look quite as 
thrilling. The lower half 
(which contains your safe 
home) has eight rows of 
various sized pre-historic 
monsters moving in alter- 
nate directions. The top half 
has four rows of blue col- 
oured blocks with holes cut 





are not any go00, and lhad'to | 
force myself to give it 10% | 
on addictive qualities.' 
Ithought C.R.L. were sup- 
posed to have a high reputa- 
tion? | seem to remember 


| reading something about 


them not long after 
Christmas, being one of the 
new great companies sup- 
plying computer games and 
getting them into the shops | 
in huge quantities. |hope the | 
shop keepers read CRASH 
— the might learn 
something. This game, 
together with the other one | 
have just seen, Lunar 
Lander, cannot possibly be 


doing C.R.L.'s reputation any 





Is it all worth it for 6 boiled Pterodacty! eggs? 


through. Above them are the 
six esos three to a side and 
the Pterodactyl on patrol 
above. 


| CRITICISM . 


lt seems astonishing to 
me that the software house 
who can bring out a game of 


| the sophistication of Omega 


Run can also affer rubbish 
like this. The graphics, which 
incidentally contain nicely 
drawn creatures, are smaill, 
unanifnated and the whole 
thing looks extremely 
primitive. The control of your 
man in character size leaps 
is quite unacceptable by to- 
days standards, and of 
course the keys are slow due 
afraid it 
doesn't even rata a rating in 


| my opinion: 


'Caveman is a 'Frogger 
type game where you must 
move your man up and down 
the screen avoiding the con- 
tra é flow of pre-historic traf- 
fic. The game is ofpoor quali- 
ty. The graphics, small and 
jerky, and the key responses 


good at all. lt certainly Isn't 
worth spending a penny on. 


COMMENTS 
Control keys: 1/2 = 


| leftiright, O = 


forwardsibackwards 
Joystick: none 
Keyboard play: terrible 
Use of colour: poor 


| Graphics: nice drawings, 


otherwise terrible 

Sound: a few beeps, typical 
of a BASIC program 

Lives: 3 

General rating: a waste oí 
time and money. 


Use of computer 38% 
Graphics 33 Vo 
Playability 29% | 
Getting started 20% 

| Addictive qualities 10% 
Value for money 10% 


Overall 28% 
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Force Fighter 


Producer: Perfection 
Memory required: 16K 
Retail price: £5.50 
Language: Machine code 
Author: T. Williams 


The intro on the cassette in- 
lay immediately sets the 
| Scene for what is going to be 
a shoot em up, obv ously. 
But it turns out to be a pretty 
| fast game. Once again, 
ou're Earth's last remaining 
ope as you battle pri way 
through 15 waves of alien at- 
tackers. 
Standard rules apply, i.e. 
leftright and fire all from the 
base Of the screen. Your ship 


is dwarfed by the various | 


aliens which attack in 
groups of five. These move 
about the screen in a fairly 
random pattern of jiggles, 
often reaching right down to 
the base line. In addition, 
there are meteors falling 
constantly from the top of 
the screen and now and 
again one will remain on the 
base line as a mine. Should 
two land, the Force Fighter 
can get badly hemmed in — 
fortunately they dissipate 
themselves. 
Shootin 
results in lts falling straight 
down on top of you. Between 
each survived wave a bonus 
score is added to your main 
score dependent upon the 
time taken. 


CRITICISM 


'Force Fighter is a fairly 
typical shoot em up game 
with graphics which are a lit. 
tle jerky but good, even wilerd 
aliens. The game is ad very 
fast and challenging due to 
| its speed. The main difficulty 
is that if the fire button is 
pressed too hard, the shot 
will not go up the screen. It's 
good, but only one of a 
| multitude of shoot em up 
games. 


o4 








an allen craft | 






The gnt are fast and 
detailed, 

your ship.is a bit small 
There are lots — well 15 — 
types of alien in separate 
waves, andas your progress 
from sereen to screen, more 
and more meteors, which 
can't be shot, to dodge. As 
the aliens are knocked out 
on each screen, everything 


| moves faster and faster. On 


the whole | didn't enjoy this 
One as much as Perfection's 
Odyssey 1 because it 


becomes a bit boring, just | 


shooting and dodging.' 

| don't know whether it's 
intended as a device, or 
whether it's really a bug, but 
if you press the fire button 


"and keep it held, the shot 


stays poised above the nose 
of your ship until you release 


the key (only one shot on | 


screen allowed at a time, so 
pressing twice in quick suc- 
cession merely cancells out 
the first shot before it 
reaches its target). As a 
device it can be very useful 


Dinky Digger 


Producer: Postern 
Memory required: 48K 
Retail price: £6.95 
Language: Machine code 


As its name implies, this is 
another “Dig-Dug' digger 


| game, where you wander the 


screen, creating pathways 
along which monsters will 
chase you. The object is to 
collect the many cherries on 
the screen and avoid the 
Chasers by undermining the 
large apples to either block a 
passageway or, better still, 
squash them dead. The 


lime cake at the centre of the 
screen. 
Claaring a screen results 


dis 
a AN À 





although | thought | 


ultimate prize for Dinky is the | 


in another with even faster | 
' monsters. Apart from ap- 





for timing, or re-timing the 
actual release of the shot, or, 
when the aliens get right to 
the bottom, you can wave the 
shot around like a flag unti it 
literally wipes one out, But 
get out from under quickly or 
he alien will crush you. | 
must say, shoot em up 
Rot may be old hat, even 
oring, but | thought Force 
Fighter was bus addictive. 
Watch out if you select the 
joystick option (Kempston) 
by accident and then hit any 
key between 5 and O becausa 
itwill crash the program. 


COMMENTS 


Control keys: CAPS 
SHIFTIZ = leftright, P= fire 
Joystick: Kempston 
Keyboard play: fast and 
responsive 
Use of colour: average to 
pod 
raphies: good although 
aliens are a little jerky 
Sound: above average and 
00d tunes 
kill levels: progressive 
Lives: 5 


ocreens: 15 

General rating: above 
average 

Use of computer 66% 
Graphics 70% 
Playability “TOY 
Getting started 68% 
Addictive qualities 63% 
Value for money 68% 
Overall 68% 
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| Chance would be a fine thing 


in Dinky Digger. 





ples, Dinky can use crystal 
balls to throw at the ap- 
proaching monsters, throw- 
ing in the direction of move- 
ment but he's only given two 
to use. 


CRITICISM 


1 found this game very 
unplayable. The monsters 


seem to be super fast while | 


ariana 





Dinky has feet of lead. On 
most occasions there's not 
even time to tunnel enough 
to be able to turn around and 
throw your crystal ball. The 
odds are heavily stacked 


against you, making the 


game very hard. But not 
hard" as.in 'challenging' or 
“difficult, but 'hard' as in not 
given a chance. Thegraphies 
are reasonable, but the so- 
called 'mind-blowing sound 
effects" tend to leave a little 
to be desired. Fair to poor 
and for kamikazes only. If 
this is priced at Postern's 
usual £7 price, then it's terri- 


| 'Ble value for money, 


JF this was skill level 50, 
then | might understand it, 
but as there is only the one 
Speeg/skill level option, | 
don't. Did the author or pro- 
ducer of the game try it out? 
Did anyone play test it? If 
they did, then all | can say is 
that Cheltenham must breed 
super herioe arcade players. 
In my opinion all the skill 
elements of this game have 
been got wrong. lt just 
doesmt work! A pity for the 
gran rem which are quite 

00d. 


Em afraid Dinky Digger is 


| unplayable because the 
| monsters move too fast — 


Dinky doesn't stand a 
chance, especially with only 
two crystal balls. |f he'd had 


| more balls (not qguts, just 


balis) it might have been a 
better game. In a sense, it 
doesn't matter but, why did 
they have to put that tune in 


between each very short life | 
— it soon bacomes madden- | 


ing. 


COMMENTS 


Control keys: top row = 
throw ball, second row = 
up, third row = down, left & 
right, alternate keys on 
bottom row 

Joystick: none 

Keyboard play: responsive 
Use of colour: poor, a rather 
yucky grean screen 

Sound: just average 

Skill levels: progressive 
impossibility 

Lives: 3 

General rating: poor to fair, 
and poor value. 


Use of computer 42% 
Graphics 50% 
Playability 23% 
Getting started 30% 
Addictive qualities 30% 
Value formoney 25% 
Overall 33% 
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Producer: Joe the Lion 
| Memory required: 16K 
' Retail price: E5.45 
| Language: Machine code 
| Author: Jonathan Easter 


blurb on inlay cards, Bimbo 
should provide some amus- 
ing ea before playing 
the game. The story tells of 
Bimbo rabbit and his 
Australian friend Bruce, and 
manages to fitinto its theme 
just about all the best known 
software houses along the 
lines of: 

“dust imagine," said 
Bruce. “Shh,” said Bimbo, 
“Em trying to learn my 
alphabet so | can be superior 

| to the rest of the class.” | 

| “You'll never beat soft 
| Tek. He says he finds english 
[adoictive and he's only 
| Severn. It's his ultimate am- 
| bition to teach these new 
| automata.” 

And so on. The game is a 
four directional scrollin 
maze many times the size O 
the playing area, in which 
Bimbo must move, eating ten 
carrots. and avoiding the 
chasing black rabbits. There 
are also clover leaves to be 
found which can be eaten for 
bonus points. Black rabbits 
may be delayed by dropping 
green apples in their paths 
which they stop to eat. Mov: 
ing and dropping apples 
uses up ensrgy which is 
regained by eating the car- 
rots, but if you run out of 
energy before eating all the 
carrots, then you're dead. 
The game starts off with just 
one rabbit chasing, but with 
each level progressed the 
number of black rabbits in- 
creases up to a maximum of 
ten. Each fourth screen is a 
special one without rabbits, 
buta severe time limit impos- 
ed by a dropping energy rate 
which means you must eat 
all the carrots before it ex- 
pires. 

To help vou, there is a 
radar screen which shows 
the positions of Bimbo, 
black rabbits and all the car- 
rots. Extra life at 10,000 
points. - 


| Bimbo, Bimbo, where ya gonna go-io? 
For those who enjoy the | 





CRITICISM 


“The game has some good 


raphics and use of Our. | | 
9 E pb Soo add] fact that the carrots always 


he scrolling type of maze 
idea has been used before, 
most notably in Splat, and 
Mazizas, but here there are à 
couple of changes. The car- 
rots and rabbits chasing you 
show up on a radar screen, 
which makes it quite fun to 
play. | enjoyed the game but 
it seemed to lack lasting ap- 
peal, | | 

“The instructions don't tell 

you on the otherwise ex- 


celient inlay that there are || 


pits which kill you if you fall 
in them, so check the on- 
screen instructions too! 
Mind you, | though! rabbits 
wouldn't be worried by 
things like pits, but then, 
frogs seem to drown in water 


in Frogger' games, so | sup- | E 


pose anything goes! Bimbo 
is a very different game, even 
the first level is quite hard 


and the rabbit chases pretty | 


closely on your tail. He 
doesn't follow you right 
behind, often dodging the 
other side of a bitof the maze 
to catch you as you come 
round the comer. Quick reac- 
tions are necessary, so it 
seems a shame that they 
haven't provided alternate 
control keys or & joystick op- 
tion. The drop apple keys are 
too far away from the direc- 
tional keys and in a hurry you 


can lose a life in the time it | 


takes to move a hand off the 
direction keys and try to find 
the drop keys." 

'Bimbo can be a bit hard to 
control at times because 
once the key is pressed he 
keeps rd until another 
direction key |s presses orhe 


| runs against a maze wall. 


The game is, however, lots of 
tun to play and quite 
challenging. | don't know 
whether it's the subject mat- | 













ter or what, but | think it had 
as much lasting appeal as a 
game ofits obvious difficulty 
should have. Perhaps the 


appear in the same places 
each games means that vou 
get to know where to look for 
them without having to use 
the radar. But 'msureit's go- 
ing to appeal to quite a lot of 
people, perhaps a very dif. 
ficlty game for younger 
players. 


Phoenix 


* 5 screens 
“ full sound effecrs 


onr ER-BO 
for any lák or any 48k 
LX SPECTRUM 

DEALER ENQUIRIES WELCOME 


| reaching for apples can be 
| à problem 
Use of colour: reasonable to 





| Lives; 5 
' General rating: a very good 


Superb presentatçon, graplute and gound ughiy 


“The ten Spectrum Phocnneo que! 


Tou are in command of the star-destroyer 
Swarms of robor scout birds attack you. 
Beautiful eggs magically appear, then hatch into 
deadly Phoenix war birds, Can you survive to face 
the heavily guarded flagship ! 


* 5 skill levels 
E music 
* Kempston & AGF joystick compatible + |00%m.c 


























COMMENTS 


Control keys: 2/W = 
upldown, HO = left right, Z 
orM = drop apple, not the 
best arrangement 
Joystick: none ; 
Keyboard play: responsive, 
but a key press keeps 
Bimbo in motion and 


O 
Craphica: generally good 
although a little jerky 
Sound: good tune, 
otherwise average 
Skill levels: progressive 
difficulty 


game let down by the 
control keys and medium 
addictive. 


Use ofcomputer 58 % 
Graphics 78% 
Playability 75% 
Getting started 69% 
Addictive qualities 55% 


B5%% 
70% 


Value formoney 
Overall 
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The computer games soft 
ware field is frought with pit- 
falls and lethal as a 
minefield to a speculating 
prospector. Propheis as 
powerful as Elijah would 
come undone in trying to 
safely predict when a game 
will actually appear, So Com 
puter & Video Games must 
be forgiven their January 
issue's confident assertion 
that January 15th was the 
day to be ready with £14.95to 


56 


Melbourne 

ouse's latest adventure 
game, the fabled Sherlock 
Holmes. 

The latest date for releas- 
ing Sherlock Holmes now is 
'sometime in May, accor 
ding to Paula Byrnes, the PR 
person for Melbourne 
House. À program of this 
scope can encounter all 
sorts of problems, ço sa À 
when lts author sets suc 
high standards. The author 
is Philip Mitchell who wrote 
the Hobbit, the biggest sell- 
ing adventure for the Spec- 


urchase 


[a] 
= 


trum of all time. That took 
Philip and his expert team 
some eighteen months to 
write and ne ready for 
release. Sherlock Holmes, by 
all accounts |s going to make 
the Hobbit look out of date. 
At the end of a long haul like 
that, It's quite easy to be out 
on the estimated time of ar- 
rival by three or four months! 

Melboume House derives 
its name from the city in 
Australia where it Is based. 
Formed in 1977 by Alfred 
Milgrom and Naomi Besen, 
the company exploited 
Milgrom's knowledge of 
computer science and 
Besen's marketing expertise 


"GOOD GRIEF, 
HOLMES, WHAT ON 
EARTH IS IT” 


"MY DEAR WATSON, | 
 WOULD DEDUCE THAT 
DD THIS IS THE HURG. 

CA  WEVE BEEN 
SEARCHING 








FOR!" 


to move them from being a 
general publishing company 
into one exclusively orlented 
around home computers. In 
August 1980 they published 
one of the firstever books tor 
the personal computer 
market. It was 30 programs 
tor the Sinclair ZX80, and 
was an overwheilming suc- 
cess. Since then Melbourne 
House has been responsible 
for a very wide range of 
books for several computers 
including titles like Spec- 
trum Hardware Manual and 
Spectrum Microdrive Book. 

"“Quite consistently, the 
two best selling Spectrum 
programs during 1983 were 
Mitchell's Hobbit and a ver- 
sion of the arcade classic 
'Scramble' game, 





a 
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Penetrator. In between then 
and now there has also been 
the worthy but less spec- 
tacular Terror-Daktil and the 
even worthier utility, 
Melbourne Draw. This month 
now sees the release of the 
long awaited game designer 
H.UR.G. which is reviewed 
in detail shortly. 


INGLISH 


The success of the Hobbit 
was largely due to it's ar- 
tificial intelligence, present 
in a very primitive form, but 
mostly to its user- 
frigndliness In the form of 'In- 
lish'. Mitchell worked very 
hard on trying to make a pro- 
gram which would allow the 
player to speak to the com- 
puter in a more normal mode 
than is common with most 
other adventures — the 
verbinoun form (take lamp) or 
the verbinouniconjune- 
tioniverb 2! form (take lamp 
and light). Inglish allows for 
much longer sentences and 
Mitchell has remarked on the 
fact that with that fexibility 
built into the Hobbit, players 
still tend to underuse lt, 
sticking to the verbinoun 
form. A data base in the pro 
gram contains all the accep- 
table words and drives an ap- 
plicator which applies the 
commands to the game. But 
it is the analyser which 
makes the whole thing tick. 
takes the Iimput through 
several checks that ensure 
that the words are in the pro- 
gram's vocabulary, that the 
syntax makes sense in the 
game's context and that they 
make sense in context of the 
game's development to that 
point. 


Hoi 
Hi é 


Hos 


ELEMENTARY MY DEAR 
WATSON | 


Sherlock Holmes is a who 
dunnit on a lavish scale, 
clues, suspecits, foggy Lon- 
don streets are all there and 
a murder to be solved. Dr. 
Watson is on hand with his 
usual bonhomie, common 
sense and unhelpful advice, 
a contrast to Inspector 
Lestrade of the Yard, whom 
Holmes must first convince 
before aprehending the 
criminal can take place. 

All this requires a great 
deal of conversation to take 
place between the par- 
ticipants In order to peel 
away the onion layers of 
mystery and confusion. For 






















the game to work at allin a 
realistic manner the Inglish 
of the Hobbit has had to be 
refined and improved enor- 
mously. 

One other main attraction 
of the Hobbit was the ele- 
ment of surprise in each 
game played, a result of the 
artificial intelligence. The 
characters in the adventure 
seemed tô have a life of their 
own — they didn't always do 
the same thing twice. Their 
lives went on independently 
of the game's progress, 
sometimes turning up dead 
when you next encountered 
them as If some disaster had 
overtaken them while your 
back was turned. This 
aspect, too, has had to be 
refined to give Sherlock 
Holmes the playing appeal 
needed to keep adventurers 
coming back for more. 


TEAMWORK 


Althis work isn'tundertaken 
solely by Philip Mitchell. In 
effect he heads a team which 
includes another posam: 
mer, Veronica Megher, 
Stuart Richie, the designer of 
Inglish, and Sarah Byrmnes, a 
Holmes expert who is writing 
the story line. The whole is 
presided over by Alfred 
Milgrom under Melbourne's 
warm Australian sun. 


Tha new London headquarters of 
Melboume House in Richmond. 


Paula Bymes, in charge of PR for 
Melbourne Houso. 
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Thrilled with H.U.R.G. and awalting the great detective, Christine Laughame, 
and Paula Byrnes at Melbourne House. 


Ever thought you were born 
to become the million — 
making, hyped and idolised 
games author of all times, 
but unfortunately lacking in 
| the small detail of not com- 
| prehending black machine 
| code magic, well, what the 

hex, here's your chance to 
join the small elite world of 
binary and mnemonic whiz- 
kids who light up the vast 
Spectrum of our games 
universe. 

The magic potion doesn't 
come In a six pack, but con- 
sists of a single casseite 
and extensive manual. As 
the doctor would say, 'take 
in small dosages and the 
medicine will remedy your 
handicap and change your 
lifestyle as a side efiect. 


THE DAWN OF A 
NEW ERA 


All stars have humble begin- 
nings and you will be no ex- 
| ception to the rule. After 
loading HURG your best op- 
| tion will be to load via HURG 
main menu one oí the three 
sample games programs 
supplied with the cassette, 
MANICKOALA is a scaled 
down version of Manic you 
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know who and demonstrates 
the abilities of HURG to the 
hit. 

lfyou can unhook yourself 
from this addictive game, 
you will be able to explore 
the edit menu, which at first 
glance may resemble your 
regular adventure game. 
Have no fear, Intrepid ex- 
plorer, as absolutely every 
single facility is menu driven 
ano your intelligence Is only 
tested with simple yesino 
and quantity questions. In 
fact HURG can be 
manipulated by kKempston 
joystick If so desired. 

As you change each in- 
dividual feature of the game, 
you may return to main menu 
and select to play game to in- 
spect immediately the effect 
of the particular modifica- 
Hon. Eventually you will not 
recognise the original 
MANICKOALA for all the 
radical and devastating 
changes and this will mean 
that you are very near to 
knowing HURG as intimately 
as your pocket. In fact you 
will already have transform- 
ed yourself into Prince Char- 
ming and are ready to kiss to 
life the most lovely creatures 
and creations of software 
land. 


ALL YOU NEED IS 
IMAGINATION 


Meanwhile, under Britaln's 
o skies, the London end 
of Melbourne House has just 
moved into its new offices in 
Richmond where UK Sales 
Director Christine 
Laugharne and Paula Bymes 
are busy getting ready for the 
huge demand for HUAR.S. 
The new games designer 
should do a lot more than 


THE CREATIVE 
PERIOD 


Deyelop in your mind the 
scenario of your first master 
piece taking into account the 
player, the objects, the 
screen and background 
details and special effects. 
In effect you should end up 
with a script for your new 
creation. 

Next prepare the 
background screen to the 
game using one of the many 
screen drawings utilities 
such as the Trojan Lighipen 
(reviewed this month), Paint 
box (reviewed last month) or 
Melbourne Draw with its ex- 
cellent detail magnification 
facility. Whatever way you 
develop your background, it 
should end up as a screen 
dump on tape for later use. 

Load HURG and enter edit 
mode. Select load 
background and load the 
earlier prepared screen file 
from tape. The action can 
now be À a oba 

HURG allows up to four 
games variations or stages, 
where the background re- 
mains the same, but the 
movement and actions of 
player and objecis may vary. 


brighten our wintry days and 
fillin the hours until Sherlock 
arrives in a misi-shrouded 
Baker Street. H.U.R.G,, 
which stands for High Level 
User-Friendly Real Time 
Games Designer, is a highly 
flexible and comprehensive 
program which can be used 
for designing your own 
games. lt has been written 
and developed by William 
Tang, and is now reviewed In 
detail by Franco Frey. 


Select normal game. The 
size, shape and animation of 
the player will have to be 
designed and to this purpose 
you select the player menu, 
Up to eight frames (or 
sprites) are available and 
can be used for one move- 
ment direction only or split 
up into up to four directions. 
The shape generator is ex- 
cellent and displays the 
player magnified and in 
original size, caters for mir 
ror image and animation se- 
quencing of the frames. The 
animation to displacement 
ratio may easily be adjusted 
visually during the move- 
ment display and can thus be 
optimised. There is even the 
option of continuous move- 
ment of the player (runaway 
robot). 

Next the collision table 
has to be programmed: No 
go, go, eat and crash are pro- 
grammed according to the 
ink and paper values of the 
character to be cccupied by 
the player. This sets the rela- 
tion of the player to the sur- 
roundings and the moving 
objects. 

Next game start and stop 
conditions have to be pro- 
grammed: Decide on initial 
position and moving direc- 









tion of the player during 
regeneration delay time, ex- 
istence of objects amount of 
lives and limited duration are 
further variables, The move- 
ment of the player may be 
restricted in any of the four 
directions and the player 
may be subjected to gravity 
in any of four directions. 

Boundaries may be set up 
for restricting the movement 
of the player within a 
specified area of the screen 
and wrap around movement 
may be selected within these 
restricted areas. The selec- 
tion is facilitated by the 
display of the movement grid 
over the existing background 
SCTeEsM. 

Up to three different sized 
explosions and their colour 
and relative positions to the 
players can be selected for 
when a crash or collision 0c- 
CUrS. 

special events may be 
considered by indicating the 
collision condition, what the 
effect of the event is (eat, 
crash, special score) and 
whether the change is per- 
manent or of limited dura- 
tion. The player's way of life 
is now established. But the 
player may well find life bor- 
ing in the set surroundings. 
To prevent him or her from 
dozing off to sleep up to 
eight different objects 
(friends or foes) will have to 
be created. The objects are 
treated similar to the player: 


the object menu follows the . 


same pattern as the player 
menu, but has in addition a 
movement pattern selection, 
as the objects are not under 
the control of the games 
player. The objects may be 
programmed to mimmick the 
player or one Of the other ob- 
jects, move randomnly, in à 
straight line (four directions) 
move towards or away from 
the player or other objects or 
along a user defined path. 
There are eight possible 
paths which may be access- 
ed and programmed directly 
from the edit menu and can 
be made very complex a 
four paths may be link 
in sequence to create Sr 
tremely ba eim routes. 
So far the background, the 
player and objects and all 
their movements have been 
programmed. To help with 
the odds and to make the 
game attractive obviously 
our player must be given a 
special weapon, which is 
under the control of the 
games player's fire button: 


The fire button action menu 

caters for three different op- 
tions: No fire action, player 
shoot and player jump ac- 
tion. Selection of the shoot 
action calls up the player 
bullet generation program, 
which is an exact copy of the 
object generator. 

The player jump facility 
consists of a jump path 
generator which works 
similar to the user defined 

ath of the objects. À max- 
mum character fall height 
may be specified. 

Ônce happy with the nor- 
mal game stage you should 
proceed to the other three 
variations or stages of the 
game, which requirê the 
same programming pro- 
cedure, The main body of the 
game will then be com- 
pleted. 

Returning to the edit menu 
there are still three unused 
facilites for completing the 
games design: 

The new frame conditions: 

A new frame may occur If 

either all objects are non 

existent (after a shoot out) 
or after a definable delay 

Countdown). 

oring: À game without a 
point system is like a fruit 
machine without a pay 
out. Points for eating, ob- 
ject deaths and new 
frames start bonuses 
should cater for the most 
mathematical of games 
players. 

Title page: Probably the 

most restrictive feature of 

HURG is the title page, 

which will only allow tor 

text display. It would have 
been a nice feature to be 
able to load a screen title 
picture in a similar manner 
as with tha background. 
As a bonus though the 





jects may be positioned 
selectively on the title 
page and will give a hint of 
things to come. 


THE AFTERMATH 


His difficult to find fault with 
such a complete games 
generation program. 
Nonetheless two major han- 
dicaps become apparent: No 
provision has been made for 
music lovers and noise ad- 
dicts. This is obviously a 
move back to the classic 
silent era. A set of standard 
noises and tunes could have 
filled the apparent audio 
gap. 


HURG SPECIFICATIONS 


PLAYER: 

Oty. 

Size up to 9 char. squara, eg tx1, 2x2, 323, 
Eua Edo 

frames: E for 4 dir, eg 2 dir 4 seg, 4 dir 2 
seg, 1 dir B seg 

cont. movement pption 

collosion option: go, no go, sal, crash 


— Rageneration 


initial position (rel Or abs) 

initial moving direction (ral or-abs! 
Regenaration delay time 

Existence of objpct 

amount of livas 

Lite duration 

Movement restricilon in any of 4 dir. 
Gravity in any! 4 dir. 

Movement boundaries: hor. and vert. wrap 
around within confined areas option 


Exploslona 3 siza, colour and position (rel, 


player) selectabla. 

Special events: coliiston condition, alfsct 
or event (gal, crash, speclal secre! 
Duration (o to permanent) 

OBJECT 

same as player, But with addition: 
Movement pattern: Mimmicking player or 
other oblact 

Random 

Straight Ilne (4 dir) 

moving tomards 

moving away from playerother objact 
user defined path (up to eight) 


animated player and ob- 






The other handicap | 
became apparent when try- 
ing to load one of the sample | 
do programs without | 

aving loaded HURG first. | 
The games produced by 
HURG cannot be run in- 
dependently without HURG. 
This destroys any idea of 
making fame and fortune 
with the resulting master- | 
piece. Big commercial soft- 
ware successes are best left | 
to the professional machine 
coder.,.. 


FIRE ACTION BUTTON 

No action 

Player shoots: Plavor bullet options same 
as objact 

Player jumps: Jump path left, right end up 
programmabio 

mas. char. falls 

NEW FRAME CONDITIONS 

All objocts non existem 

Fixed delay 

Playar exit definabla plus selection of 
barder colour 

SCORING 

Player Gating 

Player bullet eating 

Dbpact dealh 

Naw frame start score 

TITLE PAGE | 
Text Input plus animated player and 
objects positioning 

SAVE FACILITY 

Save game 

Save vertation logic 

Save player shape data | 
Save object shape data | 
Save bullet shape data 

LOAD FACILITY 

Load game 

Load background 

Load variation logic 

Load playar shape data 

Load objoo! shape data 

Load bullet shape dela 

SAMPLE PROGRAMS: 

MANICROALA 

EGGPACK 

MS HORTENS 
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Magic Castle 

Rescue the Princess from the Magic 
Castle but bewsre of Vampires and 
Booby Traps. 


territory? 


Diamond Trail 
Where in this city of death and intrigue 
is the stolen Sinclive Disgmond? 


AE E o FP 
GILSOFI 
30 Hawthorn Road 
Barry 
Soth Glamorgan 
CF6 8LE 
=: (0446) 732765 


TojrE NejojBrimoJERicpo E 


The Quill is a major new utility written in machine code which allows even 
the novice programmer to produce high-speed machine code adventures 
of superior quality to many available at the moment without any 
knowledge of machine code whatsoever. 
Using a menu selection system you may create well over 200 locations, 
describe them and connect routes between them. You may then fillthem 
with objects and problems of your choice. Having tested your adventure 
vou may alter and experiment with any section with the greatest of ease 
A part formed adventure may be savedto tape for later completion. When 
vou have done so The Quill will allow you to produce a copy of your 
adventure which will run independently of the main Quill editor, so that 
vou may give copies away to your friends. The Quill is provided with a 
detailed tutorial manual which covers every aspect of its use in writing 
adventures. 


From The Golden Nib Of *: Pi 
The Quill PR 
Comes a Gourmet Feast 
for 
Hungry Adventurers 
Volume 1 
of the 

cjojRD., COLLE!: 


Escape from the infamous prison 


j 10, IM maybe impossible, but what 
alternative have you 


= aaa 


"a 


Mindbender Barsak The Dwart | 


Can you survive and complete your Onky you alone can save the world Help Barsak recover the treasures of 
mission high in the sky over enemy from the terrible power of the his ancestors from the underworld of 


Mindbender. mythology. 
A Superb collection of adventures for the 48K ne 
Spectrum written with the Quill. a 
From the fertile imaginations ofmany authors, we | 
have selected this fine volume of adventures for É 
vouto collect. Each adventure is complete in itself na 
and is presented in the distictive livery of the E 
series to grace your software shelf as you build up , a 
the collection. É 
The adventures are priced at only £5.95 each. 
Selected titles available from good computer Mirica Codes 
shops nationwide including:- What is the secret of the deserted 
W. H. Smiths, Boots, Menzies Hotel and where are all the guests?. 


Or direct from us by post or telephone 
Credit Card Order Line 


Personally Manned for 24 hours 


=: 0222 41361 Ext 430 


Dealer enquiries welcome jan 
a Nr 


SAE for full details of our range 
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Crash Guide Ga 


One of the classics 


Pheenix 
by Megadodo 


Pheenix is D9% accurate as 
a copy of the arcade 
original, and includes 5 

à screens with 5 skill levels. 

à The entry skill level can be 

| chosen by the player (level 1 
is slowish, level 5 is very, 
very fast). À demo mode will 
? run if the keyboard is left 

= alone for a short time. There 


"| are no instructions on play- 
| ingthe game, so watch this 
5 | demo very carefully. 


É Once the various options 
= have been chosen the game 
| begins with a tuneful 


melody — just like the ar- 
| cade original; even the 


serolling stars have not 


| been forgotten. In screen 1 
* (yourcraft appears at the 


bottom of course) very col 


A ourtul birds form up on the 
5 screen, one or two breaking 
formation to attack you. For 


defence a laser cannon is 
supplied and an electro 


= force field comes as stan- 
É dard. 


*  Secreen2 is very much like 
= the first but the birds ate a 
different colour (flapping 
wings as well) and they at- 


o tac you more frequently, 


= you will get a surprise when 


ou start to shoot the weav- 
ng eggs — they split open 


E with the polnts awarded in- 


à side, the two halves of the 


egg shooting off to either 
side of the screen just as in 
the original. After three 
passes of the eggs over the 
screen, the birds inside 
hatch out, flapping 
creatures, each with a mind 
of its own. Now the force 
fisld comes into its own, 
saving you from the deadly 
bombs and their kamikaze 
attacks. One thing though, 
the barrier can only be ac- 
tive for a certain length of 
time before It needs 

rechar ing. These birds cer- 
tainly don't like you, and 
will sacrifice their lives for 
yours if necessary. 

Screen 4 is a copy of the 
third screen except for the 
colour difference. There are 
the eggs again, but the 
resulting birds are even 
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it. On both 
this screen and screen 3, 
giving a bird an indirect hit 
causes it to velp — great!! 
screen 5, and on to the 
Mothership. The object is to 
shoot away the protection 
barrigr beneath the ship and 
kill the mother bird inside. 
Of course, she isn't going to 
let you get away with this, 
so she throws loads of 
cluster bombs at you. The 
Mothership is also pro- 
tected by highly dangerous 
birds, which not only swoop 
at you, dropping as many as 
twelve bombs at a time but 


Eggs and bombs a in tre ôf the best arcade original coples for tha Spec- 


mta si 
Pa | 
e 


DE DO a rs 


they'llalsokamikazeyouit | o 
the bombs don't kill you off. | | 


screen 5 |s very difficult to 
complete, but if you do, 
then a tuneful and visual 
display congratulates you 
and you return to screen 1 
with the game speeded up. 
All the details of the 
original have been included 
and | was very impressed 
with the way the birds flap- 


E 


ped their wings and with the 


explosions. The sound a 
poste to have been faithful- 
'y reproduced, and the 
opectrum has been pushed 
a long way with this game 
— and what's so appealin 
is that it has all been fitt 
into 16. If you haven't got 
it, definitely a game to add 
to your collection. 


Matihew Uffindell 


Pheenix is produced by 
Megadodo for the 16K Spec- 
trum, priced £5.50 it may me 
played with a Kempston or 


AGF joystick. 
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Due to the enormous amount of games which have been 
pouring from the keyboards of software houses over the past 
ew months, the CRASH SPECTRUM GUIDE has already 
grown beyond our sa expectations. After consulting 
several of you at the 10th. ZX Microfalir we have decided to 
split the io up into two sections, each printed alternate 
months. The alternative to this would have been to start cut- 
ting down the entries, which we felt would rob the guide of 


“Some of its value. Therefore, this month we have the arcade 
“Section (see list of headings below), and next month's guide 


tions, 


headings include Cards, Boards & Gambling, Sports Simula- 
imulations, Strategies, Adventures and Utilities. In 
this way we alm to keep the Crash Guide up to the standard 
we have already set without it becoming too unwieldy. 
Programs are listed under convenient headings with the 
programs listed alphabetically by title. The software house is 
shown, together with the memory required, the retail price 
and author where known. The figure in brackets after the 
price indicátes the issue of CRASH in which a full review for 
the game may be found (where it exists). Please note that 
references to joystick provisions invariably refer to the type 


FIREBIADS 

Producer: Soltok, 164 £5.05 

Author: Graeme Davina 

A classic phoenix. Fire rate and 
left/right movemant are the best 

we ve seen, Beautiful graphics 
featuring red Firebirds, blue 
Bombers and white Weavers in an 
intricate dance O! death. 100 percent 
machine code. Very diflicult to geí to 
sãe the mothership, but worth |t 
Highiy recômmended, 


FIREHAWKS 
Producer: Postorn, T6K £6.95/71) 
Author: D Hoskins & C Davias 
Firehawks is litorally à Phoenix 
game but practically it's an Invader 
mutation. Your migston is to defend 
pe planet from tha deadly 
irahawks of the title. They come In 
search of energy, and should one be 
allowed to iand it turns into a giant 
Phoenix and flaps away — end of 
game. The birds line up at the top of 
the screen and you fire up wilh your 
laser beam, In the way are plasma 
seérgens which resemble decorativa 
bresze blocks. The birds have to-get 
round them and you must shoot 
them away to getatithe birds. 
Graphics are quite large bul there's 
no animation, and despite the 15 
skill levels and 15-speeds it doesn't 
add vp to muçh and is overpriced. 
No joystick option, poor control key 
response, q90d sound, generally 
fair. Overall CRASH rating 51%. 
BASIC + some code. 


| rasembling invader aliens than 


| playere games. Features swooping 





GALAKZIONS 

Produter: Mikrogên, TEK 15.95 
One of the weaker games with three 
skill levels and aHackers more 


; anything else. The rate of 
continuous fire is wrong for the slow 
attack patterns, rdbbing the game of 
any excremeant. Works with 
Mikrogen Il joystick. Machine code. 
One or two player games. 


GALAXIANS 

Producer: Artic, TER E4.95 

A q00d Copy and a classic version. 
with nine levels of play, hi-scora, 
parsonalised scoring, one or two 





Galaxians and hi-res explosions. | 
Joystick: Kempston. Machine code. ] 


| Very good value for money, 


HAWKS 

Producer: Lotus-Sofl, 16K £5.5071) 
Author: Darek Jones 

Thisis a pretty hefty shoot em up 
where you're pitted against waves of 
hawks which drop eggs. These agas 
hatch outin the ground and become 
mutant hawks which form up for 
latér attacks. You are incontrol otan 
old Asteroid Mining Vehicle which 
can fire missiles at the birds and 
falling eggs, a laser and also lay 
mines over the downed eggs. These 
aiso blow up the veniete il they go off 
under it. There are a large number of 
control kays so speed and reflexes 
are of the essence. Good colours 
and graphies, plenty to do and 
exciting to play. Good control key 























| positions and reasonable sound, 





' Maza Gamas 


| rn Reto Fr ” | 


| Painters 


of interface that may be used. 


INVADER/ GALAXIAN/ 





PHOENIX 


Space Invaders began kl all and the 
more sophisticated Galaxian and 
Phoenix games continued Il Some of 
the games listed under this heading 
are among the oldegt avallabla for tha 
cirum. Consequenily some ver- 

glons have not stood the test of time as 
well as others. In Invaders serted 
ranks of varied aliens jiggle across lhe 
screen geting lower and lower. 
Ealaxians attack In lesser numbers 
but make up for by awooping all over 
o place in an unsportgmanllke 
manner. Phoenix qem ara similar, 
but the aliens are bird-llke, there are 
8 to hit, often meteors as well, and 


| finally a mothership to destroy. In the 
main most versions are very alike and | 


ii comes down to à matter of personal 


| Cholce, 


| ARCADIA 


Producar: Imagina, 16K £5,50 
Generally considered to be the best 


| Shoot em up game around, Aliens 


come in droves from the right, each 
wave more suicidal than the last. 
Continuous fire and thrust (to hall 
the screen height onty) with good 
Keyboard positions. Excellent hi-res 
smooth graphics. Joystick: 
Kempston (and softiink lj or Fuller. 
Addiciive and difficult to master. 










= e ea, a ) 
LIST OF HEADINGS ' e 
Invader/Galaxian'Phoenix SEN = 
Asteroids & Space Games 
ScramblaiDefender/ 
Missila Command 
Cockpit Games 
Ghost Gobbling 


Platiorm Games 
Craepie-Crawilas 


Trekkies : 
Arcade Miscellansous 
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| | ASTRO BLASTER 


Producer: Quicksilva, 16K £4.95 
Authror: dohn Edwards 

Quicksilva's go at galaxian/phoenix 
is creditably fastand dilicult to 
master, featuring five attack waves in 
three phases — Cybird, Meteor and 
Plasma, each ot which have their 
own characteristics. Oddly enough 
the first wave is the most difficult. 
Fou're given five shields. Graphics 
and sound are neat. Joystick: 
Kempston, 


THE BIRDS 
Producer! Rabbit, 18K E5.90 (2) 
This isa straighttorward shoot em 


- upwihalefU'right moving laser base 


and three types of birds which hover, 
Tiap and sweep down on you. Points 
scorad relate to the type ofbird hit 
and for hitting the bombs which all 


| three types drop onyou, 
- Additionally,a duck flies across the 


topo! the screen from time to time. 
The birds have a nasty habit of 
turning into bombs when hit, which 
makes it necessary to have à good 
“'getaway' technique. Aeasonable 
graphics ifa bitjerky and plenty of 
sound. General fesling was that 
there a not enough in this game to 
make It very addictive ora better buy 
than most established shoot Em ups. 
Simple control keys, joystick: 
Sinclair 2, overall CRASH rating 49% 
me. 


COSMIC GUERILLA 

Producer: Crystal, 16K £5.50 

This game isa copyvofaánarcade 
shoot em upand almost makes a 
category of its own. Aliens stand in 
severa! vertical columns on either 
side of the screen. The centre block 
|5 a stack of humans and your three 
space ships jand lives). four ship is 
at the base, firing up. Alians zip 
across to the centre, grab a human 
and abduct him to the side. 
Eventually they can getaí the three 
ships and steal those: Fóreach ona 
they getto lhe side you lose a lite, 
Too rapid fire shortens the range so 
HU better lo be accurate than fast. 


4| Features fast motherships that zip 
| Biong the base just above your head 
and fire at you, rapid mutants and six 


difficulty levels. Joystick: Kempston, 
Recommended, 









GALACTIC ABDUCTORS 
Producer: Anirog, 16H £5.95 
This version features large animated 
graphics. The aliens weave fanciful 
patterns when attacking and have 
the cute habitof eating your 
population when you're not looking, 
onty throwing back their skulis. 100 
percent machine code. Hi-score, 
Joystick option. 


GALACTIC TROOPER 

Producer: Homik, 16K £5.99 

Author: lan Morrison 

Haltway between an invaderand 
galaxian type, this three skill level 
game offers reasonably attractive 
graphics and plenty of them. You're 
at the base firing up-at ten bomb 
racks containing five allens per rack. 
Abova lhem a mothership flogts 
tazily trom left to right and back 
again. To hitit you must-blast out all 
live aliens from a rack s0 you can fire 
through the gap. Aliens reproduce 
jast! For mora points there are a few 
saucers that venture out, but they're 
easy to hit. The aliens drop bombs 
on you but the screen is so full that 
tha dropping distance issmalland 
they are hard to dodge. Skill doesn't 
appearto be a factor, rather luck. Hi- 
score, Joysilck; Kempston or 
Sinclair, machine code, only average 
values for money. 


multiple skill laveis, Joystick: 

Kempston/Datel, Sinclair 2, Protak 
or AGF. General rating, good & 
addictivo, overall CRASH rating 
75%, 100% MIC. 


- 
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HEADBANGER 
Producer: Liamasofl, 468K £4.95 
Liamasofi is one-of those compantes 
that got famous fast, though Ipoking 
at this game one wonders why. The 
sky is raining hammers (makas a 
change from ravening aliens 
suppose) and Chico must carry bags 
oi money from qne side of the 
screen to the other under the partial 
shelter of four blocks which ara 
being eroded by the falling | 
hammers. In between the shelters 

Chico can nut thê hammers for 

points, butafter ten he gets a 

headacha and must then nuta red 

aspirin hammer. Hammers hitting | 
his body instead of his head lose a 
ta, Getting a money bag across 
sately restores one shelter. Badly 
puttogether and rather pointiess. 


UM IN SHOCK 

Producer: Artic, TOM £4,05 
Theinlay, uncharacteristically tor 
Artic, is way over the top In 
descripiiontThis (sa grid/shool em 
up. Alien craft inhabit the top 
squares between the fine grid and 
you have a laser base at tha bottom, 
moving leftand right. Between you 
and the aliens are retiacting mirrors 
at 45º, These are sometimes in 
singles, sômetimes in ranks, ênd 
they deflect your shots off at right 
angles. The trick is to use several 
ranks of these reflectors to shoot up, 

















across then up again to hit the 
aligns, There is a command ship 
which crosses tha Screen every now 
and again for bonus points. The 
aligns move from square to square 
horigontally, also descending 
siowly. Small graphics and over- 
responsive control on the laser base 
which makes it difficult to line up 
shots accurately. An prginal idea, 
reasonably piayable, perhaps not 
terribly addictive though. Simple 
control keys, no joystick option — 
fáirto average, overall CRASH rating 
55% m/0, 


INVADERS 

Producer; Artic 16X E4.95 

Although this is a standard and close 
copyof the original, tha hi-ras 
graphics stand up quite well to the 
lest of time. Nine levels of play and 
four variations of alien. 


INVASIDN FORGE 


Producer; Artic, 16K E4.95 


Artic's engaging and addictive 
phoenia game has the mothership 
protected by a force field hovering 
above your base. Should your 
miasiles hit it they are returned back 
as three! Tha malhership is only 
vulnerabla in itã control centre. 
There are loads ofbomb-dropping 
aljans fiapping around, Three lives, 
two skill lavels and harder screens. 
Neat touch — if your base is hit the 
Artic lorry rushes out to rapair It 
between lives. Generally 


KAMIKAZE 
Producer: A&F, 16K £5.75 

Basically a galaxlan game. Pityour 
wits against wave after wave of 
suicidal fighter aircraft which swoop 
down on you dropping bombs. Clear 


| twô screens and you geta bonus 


screen against easy-to-hit a 
heticopters before relurning to tha 


| main feature, Graphics are altractivo 


fa bitflickery and the mushroom 
shaped explosions are good, 
Continuous sound df attacking 
aircraft unless you drown them out 
with tha sound of your continuous 
fire. Hall of fame, no joystick option. 


 LASERWARP 


Producer: Mikrogen, 48H £5.95 (2) 
Author O Hinsley 


| This isa very simple but elfectiva 


shoot em up Galaxian type game. 
Your laser base is assauited by loads 
and loads ot diflerent alien types 
which fill the screen with weaponry 
— the rad 'heat seoking' missilas are 


particularly mean. 1 you can-survive 


(O attack waves you are loft facing 
The Master. |t works wellas a shoot 
em up and keeps you very busy. In 
general the graphics ate very good 
with prenty of colour and there is 
reasonable sound, The imayciaims 
user-delinabla keys bul there aren't 


- any and you don't need them 


anyway. No joystick option,5 skill 
lavels (speeds), 3 lives and 
progressively difiicultif you gel 
through the 11 screens. Overall 
CRASH rating 77% mc. 





PARATADOPERS 

Producer: Rabbit, 16H £5.99 (2) 
Author d E Cain 

In this game you are manning an 
anti-aircraR gun, while overhead 
clouds of helicopters are droppina 
paratroopers on you. The gun only 
traverses left and right, but because 
of the clever cheat on perspective it 
gives a Held ot fire across the top two 
thirds of tha sereen. You must hit 
helicopters and paratroopers. These 
tall from their choppers sometimes 
with chuta opening instantly, others 
delayimg till the lastsecond, and 
othars never opening at all, to dia 
splat on the ground. You will lose à 


| Hielfa para lands ontópotyou, or 


when three have landed successfully 


* andgone aflito fetcha giant tank 


against which there is no defence. 
Thegraphics are good, amusing and 
smooth (gun works very well) and 
its all'tairiy fast, but the general 
feeling was that there wmeren't 
engugh objectives in fhe game to 
make it totally compeliing and 
addictive. User-defined keys. only 1 
skill level, overall CRASH rating 
ES% mio. 


PHEENIX 

Producer: Megadodo, 16H £5.50 
We've been véry remiss in leavirg 
lhis game outofthe Guide. 
Megadodo's Pheenix |s a very close 
copy of the arcade original and has, 
for sometime, been one of the most 
popular versions around. ll features 
2 laser base with force field tor 
protection (no shooting when ifs in 
ita limed operation), eggs, various 


| Hlapping birds and a very large 


Mothership, the underside of which 
must be worn away in traditional 
style before making lt vulnerableto 
your fire, There are 5 scroens and 5 
skill levels (speads). The graphics 
are very smooth and quite large, 
sound is inventivo and continuous. 
The game can actually be easter to 
play at the higher speeds. |f you like 
shoot em ups, this is a mustlor your 
collection and very good value al lhe 
price, 100% machine-code, sensible 
keys and Kempston joystick, 


SPACE INTRUDERS 

Producer: Quicksilva, TEK £4,95 
A ciose copy of Invaders with rather 
small graphics that mork in 
character blocks. Fast but out o! 
date. 


SPACE RAIDERS E 
Producer: Pston, 18K £4.95 a 


Anather close Invaders copy with EM a 


better graphics than Space 
Intruders, but slower and not 
particularly addiletive to play. 


SPACE ZOMBIES 
Producer: Mikrogen, 16K [5.95 
One critic thought this was pathetic, 
another liked it. Certainiy a “quaint 
game. You're al the screen base 
tiring upat a bunchof highly 
coloured align zombies which chug 
about the soreen Lika a train, geltirg 
longer wilh each sereen. The 
Ni are big, there's continuous 
ire, à nice moving star background, 
and the main feature is lhe erratic 
and highiy unprediciable movement 
ot the aligns. Three speeds, ore or 


two player games, plenty oflavels (al | 


least six before | got killed off). 
Joystick: Mikrogen II, good value 
but not terribly addictive, 


STARCLASH 

Producer: Micromeaga, 16K £6.95 [2) 
Author: Darak Brawstar 

Not, porhaps, Derek's best effort, but 
still a worlhy addition to this section 
ot games. Fight your way through 4 
waves 01 enemy flghter craft to reach 
the Mothership and then place a boll 
of jaser power in whicheverof her 
two power cores is active, The large 
graphics work very well, tha ships 
peaping covly into the sereen from 
tha top as the serried ranks make 
their piggly way downward. 
Additional hazards are thcown at you 























































in the form of flaming meteors which 
come down rom between the 
attacking enemy ships, and the fact 
| that the enemy fire power homes In 
your laser base so you can't sit still 
fora second, General rating was 

| above usual galaxian/invader game 
standard, a good version of Altair. 
Simple keys, joystick; Rempston, 
progressive difficulty, CRASH 
overall rating 86% m/0, 


TERROR DAKTIL 30 

Produger; Melbourne House, dBK 
£6.95 

Not, you might think by the title, a 
galaxianvinvader type game, but itis 
realby. There's a 3D landscape and 
2D massed Daktils In the distance 
moving jsut like space invaders, To 
hit them vou must get the 
dimensional) trajactory ot your 
'paltered' Cannon correct, 
Frequently one wil swoop down on 
You in very good animated lina 
drawing. You getmore points for 
hitting the swooping ones, butits 
sater to dodge them. Not uplo 
Melbourne House's usual standard 
And the sound — what happened to 
it? 


TRE DETECTIVE 

Producer: Arcade, 48K £5.50 
Another game which sounds 
unlikely as à galaxian type 
comtender, but then, we couldn't 
quite figure what the fitle hadto do 
with the game. Butitisa go0d game 
anyway, Nica packaging às usual 
fróm Arcade and reflected in the 
graphics. Avoid the falling objects 
which change charactaristic by level 
or shoot them tor points. Tyres (71) 
tórm up like thunderciouds and fall 
on you, a wretched dog kesps 
stealing your points. Avoid him by 
using tha wrãp-aróund sóreen. 25 
levels. Joystick: Kempston and AGF 
or Protek. Good valua, 


WINGED AVENGER 
Producer: Workforca, T6K E5.00 
something of a cult among galaxian 
tans, with two options (2-part load) 
tor the'brave' and 'also-rans'. Six 
skill levels, laser, forcefietd barrier 
and simple but effective graphics, 
This is a fast game for the experts — 
novices might not even realise 
they ve lost all their lives. 
Disappointing graphics and 
utimately not of lasting appeal. 








ASTEROIUS/SPACE 





| defences to get through. First a 


COSMIC DEBRIS 


| Anarchetypal 'asteroids' game with 






BLACK HOLE 
Producer; Fantasy, 164 15.50 
Centre screen is the Black Hole, 
from whlth emerge three types o! 
allan craft. Two of your weapons arêé 
defiacted by lhe force of the Black 
Hole, which makes aiming difficult, 
and the thirdweapon has a limited 
range, Indiscriminate shooting leads 
to loss of power, and the aliens fire 
back. To make matters worse there 
is space debris to avoid on lhe left of 
screen, the area to which you'ra 
contined. Control in eight directions, 
but too many keys make this game 
hard to enjoy, and there are joo 
many fora joystick to handle, 


BLOCKADE RUNNER 

Producer: Thorn EMI, TOR £6.95 (1) 
Author: Grahem Johns 

foure in this supply ship, running 
the blockade of earth by some nasty 
aliens and there are 5 layers Of 






























dense shower of metegrs which can 
be dodged or shot, then a layer of 
verlical laser barriars which you 
must dodge, then tractor beam units 
try to puliyou off course, finally a 
feet of atign ships try to blast you to 
kingdom come. You must then 
transfer your Cargo pods to an earth 
Ship. Control responses frightenly 
last and violent=it-has to be to 
dodge the laser beams, Pity the 
control keys are laid out for the 
Sinclair joystick=lhey're very 
awkward. À popular game for shoot 
em upaddicta with plentvol 
playability, but maybe lacking in 
pi lasting appeal, Joystick: 
sinctair, Kompston. 6 skill levels, 5 
lives. CRASH rating: fairly good, 
overall 83% MC. 





























Producer; Artic, S48K £4.95 






hardiy any colour at all. Hollow 
outlines for the asteraids which 
Shatter into smaller fragments when 
hit, Rotate, thrust and hyperapaçce 
and typically nasty flying saucers 
that appear when you dor'tneed 
them. Two speeds do and sulcidal 
— and fhey mean dl) with bonus 
ships for points. À game this fast 
should have continuous fire facility, 
but doesn't No popular joystick 
tacility. Good value for asteroid 
addicts who like-a fast game, 

















With some excepilons, Asterold lype 
games tend to be less colourtul than 
most arcade programs - some are vir- 
tually black and whits, but the 
category lz still one o! lhe most 
opular. Also included under this 





pi ab ca games which have 
very líltla to do with asteroids. 
CONFUSION 


Producer: Blaby, 5SAK £4.95 
There's something of a trogger tesl 
to this ultra-fast game. Align ships 
zip along parallel tracks which you 
must traverse, shooting them for 
points, Impossible without a joystick 
and difficult with, goes with 
Kempston or AGF or Protek. 

' Generally l085 than One expecis 
from the usually excellent Blaby 
people. 





| DEEP SPACE 

Producer; PSS, 48K £5.95 
| Astandaro version of asteroids with 
rotate tefiand right, thrust, 
hyperspace and fire, wrap around 
screen and alisn ships, Can't 
comment on the game's quality 
sinçé none of Gur three revigw 
copies would load. 
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Producer: PES, 48K E5.95 (2) 
Tha gateway to the anti-matter world 
of Migon is actually anoblong arid 
| line with radiating lines from an ofl- 
| centred inner square. Your ship 
whizzes alamazing speed round the 
outer edge of the outer grid, tiring 
inwards at (first) enemy ships which 
come outward, one to a segment and 
which will destroy you if you are still 
on that segment when it reaches the 
edge, (second) at meteors and 
third) at more enemy ships plus an 
| anergy force which zips around the 
inneredge of the grid line getting 
closer and closer to you. Ihas à 
specialist appeal for those who like 
simple asteroidal games played at an 
almost insane speed and that require 
| split second timing skills, 
Reasonapie use of colour in the very 
small graphics, an ample selectiôn 
ot control keys, joystick: Kempston, 
Progressive difficulty, fast and 
medium addictive. Overall CRASH 
rating 68% mic. 


JETPAL 

Producer: Ultimate, T6K £5.50 
There's not much can be said about 
Ultimate that hasn'talready been 

| said. Graphics and presentation are 
of tha highest standard. In Jetpae 
vou must get your spáceman to 
assemble a rocket and fuel it, steal 
as many gems as you can and avoid 
the irate aliens or kilthem with the 
laser. When assembled lhe rocke! 
takes ofi for another planet to 
plunder. Re-assemble the ship after 
five planetas. Five levels 01 different 
aliens. Joystick: Kempiston. One or 
Two player games, continuous fire 

| and movement in eight directons. 
Highly recommendeos, 


KOSMIC PIRATE 

| | Producer: Elaby, 48K E4.05 
There's a factory below on the planet 
which you must plunder, quiding 
your ship through the heavy aliam 
space traffic. deceptively simply 
logking game with good graphics 
| and sound and really a 'frogger 

variant. M/C, Joystick: Rempston. 


METEDADIOS 

| DK Tronics, 18K £4.85 

Inaway it's as well this game Is in 
the cheaper bracket because il tan 
avery good programmie, Tha 
graphics are jerky in movement and 
| the relative speed of craft to 

| asteroids is too slow. Worst of all 
you can only use one funcional a 
time so vou can tire while rotating 
órthrusting. There is à useful 
'redefine' function which allows you 
ta change keyboard options and 
alter the way in which the game 

| plays: No joystick facility, unless 
redefined to cursor keys to use AGF 
or Protek. 


METEDR STORM 

Quicksilva, 1EK E4.,95 

Mercitully, Quicksilva have proved 
their originality in the games field by 
going onto games which make this 
one look as silly as ltis. H you like 
asteroid games then this 15 pretty 
fast. Simple outlines hover in a blank 
black space. Ship orientation is im 
eight directions using all the number 
keys which means you cant 
concentrats on the game. 


MISSION IMPOSSIBLE 

Producer; Silversolt, 16K £5.95 (1) 
Author: derem pBrown 

This isa Lander type game where 
you must quide your crafl down to a 
planet's surface and rescue strandéd 
astronauis or miners or something 
and return them to the mothership 
above. To get down to lhe planet you 
must dodge your way through lhe 
masses of asterólds, and then return 
through layers of enemy shipping, 
Controls provide a retro rockel for 
braking. important when landing as 
an inaccurate or fast landing results 
indeath. On the retum journey the 
retro becomes a gun to shoot àt the 
altans, On higher levels there is also 
a force field as a added hazard. 
Throughout, the graphics are very 
good and move smoothly. Thus is a 
very difficult game and boundto be 
addictive. Takes time to get good al 
nt. Sensible control keys, joystick: 

| AGF, Protak or Kempston. 3 playing 
speeds, over 50 screens, generally 

| recommended. Overall CRASH 
rating 80% M/C. 


PLANETDIDS 

Producer: Psion, 16X £4.95 

À very gocd copy and a classic 
version with the best graphics ofthe 
lot. Nice bright yellow asteroids 
which shatter satislyingly. A bit 
slow, although the shattered 
fragments change direction and 
move faster. Alian ships are well 

| defined graphically. Using Z/X tor 
rotation and SPACE/ENTER tor 
fire/thrust is quite good, but H for 
hyperspace takes some getting to in 
| anemergency. No skill levels, which 
means the addictivity rating is low, 
but good value at the price, No 
joystick option. 


SCHIZOIDS 
Producer: Imagine, 16M €5.50 
Imagine come up with some of the 
best games — this isn't one ofthem. 
You're supposed to clear the space 
| lánes of civilisation's debris by 
bulidozing itinto à black hole in the 
centre o! the screen. The graphics 
ate black and white, though nicely 
drawn but the game is confusing. 

| Joystick: Fuller. 


































































SENTINEL 

Producer: Abacus, T6M £5.00 
Author: Kevin Flynn 

Pravent the enemy from attacking 
the tivo Sentinalspace stations with 
vour four ships, Careful though — 
your three remaining ships (lives) 
are docked with the station so if your 
protective screen isn't effective yOu 
can loge lives betore you've even had 
a chançe to use them! Enemy comes 
in various forms and meteroida make 
life impossible at times. Your 
weapons are laser and a guided 
missile so you have to contend with 
left/right rotation, thrusi, laser fire, 
missite tira and two controls for 
guiding-, which makes Sentinel a 
game tor the tour-handed player 
Oh, and lhere'sa force Held for the 
station — tive-handed player! À 
good fast and furious game. Good 
value. Nó joystick option. 


SHUTTLE 
Producer: Blaby, 48K E5.95 


| Take your shuttle cralitrom the 


mothership and descend to two 
specially created landing spãces on 
the ptanet's hilly surface to restue 
the stranded astronauts, which 
stand on the hilisides waving their 
arms frantically. You can only take 
one at a time and landing results in 
the nearest dashing to your craft and 
partiat safety. Unfortunately the sky 
8 crowded with bi-directionál 
meteors. The graphics are cute and 
the sound very good, but theiniay 
card suggests you can fire al 
something when you cant. Avoiding 
the meteors is Eimply done by 
dodoing them (a sortof frogger). 
Not tha most addictive of Blaby's 
games, bul still very playable, 
Joystick: Kempston, AGF or Protek. 


SPECTROID STORM 

Producer; Abersolt, 4BK E4,95 

A very now asteroid game and one of 
tha most colourful with a pretty 
packed screen. Wrap around action 
and multi-shaped objects. Good 
acceleration and braking but 
requires a tender touch as the action 
is quite violent. Hyperspace, no 
diticulty levels, N looks good but it 
needs more playability to putitin the 
top rank. Joystick: Kempston, AGF 
or Prótek. 


3 DEEP SPACE 

Próducer: Postern, 16M E7.95[1) 
This is the, by now, famous real 3D 
game which uses red and blue 
spectacias to create a three 
dimensional feeling. Sadly the eftecl 
doesn't come of at all, with few 
people reporting any success with 
the etfect, On top of that, the game 
itself is not sufficientiy exciting 
enough to be worth the very high 
price asked, Basically your ship 
moves vertically at the leftof screen, 
contronting the alien ships which 
move from nighi to left, Fou can 
Zoom inand out of the screen Lo 
match tha depth of the attáacking 


vassels. 6 control keys, no joystick 


option, smooth movement but not 
colourtuland only average sound. 
Overall CRASH rating M'C. 


VIOLENT UNIVERSE 

Producer: Fantasy, T6K £5.50 

This gâme has an essential 
difference — instead of firing ahead, 
vou lay gas clouds behind you to 


| destroy the aljens. The aliens are 


made of amti-matter, so as they rush 
headling into your vapour clouds 
they're anihilated, You mustacore 
1000 points within 40 seconds to gel 
to the next level, an idea which 
makes this game extremely addictive 
to play. Wrap around screen, B- 
direchonal movement ina very 
crowded screen. Hiding inside one 
of your vapour clouds is a sneaky 
way of avoiding death. Joystick: 


| Kempston, AGF, Protek, Fuller or 


Mikrogen ||. Good value, 





SCRAMBLE/ DEFENDER/ 





MISSILE DEFENCE 


For many arcade enthusiasts defender 
and scramble games are the Kings of 


flying, shoot em ups. They require 
quick reflexes and excellent hand /eye 
control. Ol the home computer they 
demand programs with sensibis 
control key layouts or ni beim tor 
ge results. In seramble games you 
ly a mission against a hidden enemy 
base, whéreas às in defender games 

pu must rescue humanity at lhe same 
time. In either case lhe game is played 
in profile, pg Sc topogranh jo! 
the ground over which you are Hying. 
Missile defence Is simplar, showing 
missile traces descending om your 
cities, You must pipa the amti-missile 


defence by sight od hairs at the 
leading points of lhe enemy missile 
tracas. 

ARMAGEDDON 


Producer: Dcean, 16H E5.90 | 

This versionis a classic missite 
defence game with exceltent 

graphics, especially the sunburst 
explosions. The missile tráces split 
into several traces, coming thicker 
andfaster with each wave. The 
available number of miasiles tn your 
armoury for sach wave is shown al 

the base of the screen and above 

that are yOur six cities which you are 
protecting. Afler sach attack wave | 
the program updates your score and 
cíties left. Nica title graphics amd 

'end' card, Recommended. | 


ARMAGEDDON 

Producer: Silversolt, 16M £5.95 (1) 
Author; E Knight 

Silversott's version of the much 
copied 'Missile Command" arcade 
original is well up to scrateh with 
good use of colour, and average 
sound. The graphics are simple but 


mer 


| effective with very nice explosions 


anda suitably disgusting frying 
sound to accompany lhem, Features 
six cities, three missite bases, 
alrcrattand bomb-dropping 
sateilites a nd heat sensitive missilas 
which hover above a delonation until 
it's gafe to descend further. Gets 


| increasingly fast, medium addictive, 


sensibla control kays and Kempston 
joystick (via a 2-part load). Overall 
CRASH rating 68% MC. 
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COSMIC RAIDERS 

Produger: Mikrogen, 16K £5.95 

You must race across the planet and 
destroy the align master ships in the 
lair. The cityscape beneath is 
densely populated and grean 
grabbers keep abducting the 
humans, Knock out the aliens with 
smart bombs, but then you must 
catch the falling humans before they 
splat. Hosts of other alein fighters 


| threaten you. Features long range 


scan, reverse, Long range shows the 
whole distance to travel. Keyboard 
positioning is sensíbla, which is as 
well, as this game does not have a 
joystick facility. 


CRUISE ATTACK 

Producer: Mikrogen, 4BK £5.95 (2) 
Author; E Hinslgy 

Mikrogen actually say In their inlay 
that this isa copy o! 'Misaile 
Command", and itutto be a 
raspectabiae version. Six cities but 
onty two indapendently tiring laser 
bases, and incoming torpedoss as 
well as missites. The graphics are 
very good, one reviewer actually 
thought they were better than the 
arcade original, especially the 
explosions. Nó user-detined keys 
despite the inlãy claiming it, but 
reasonábis keys provided. Joystick; 
Mikrogen. Sadiy only one skill level. 
Above average, overall CRASH 


| rating 65% M/C. 


DEFENDAR 

Producer: Mikrogen, 4BK £5.05 
Author: E Hinsley 

Tha titla says itall, and it turns out to 
be a pretty classic looking Defender 
game with the familiar zig-zag 
outilhe landscape, waving humans, 
and assorted alien craft. There is the 
radar Screen at the top as well. 
Control is quito good with sensibla 
Keys alowing for thrust, reversa, 
laser and smart bombs as well as a 
hyperapace facility. But there ia 
something lacking in the feel and 
play. Perhaps if's the speed which 
seams slow compared to other 
versions combined with the fact that 
itGeems quite easyito play. Inlay 
states user-definabla keys, but there 
aren'tany. Good, brightgraphics 
and reasonable sound. Overall 
CRASH rating 63% M/C. 
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EARTH DEFENCE 

Producer; Artic, 16K E4.95 (2) 
Author: Donald Campbell 

Another Missile Command' of 
course. Six cities, three miasile silos, 


| | nosatellites or torpedoes. A useful 


feature is the cross hair sight which 
leaves an after image when the firing 
key is prossed while the main sight 
dashes off somewhere else on the 
screen. Falrly simple looking 
graphics and a very fast version. 
Pity. then, that the control keys ara 
badly placed 8/7/8/B and O. 3 skill 
levels, joystick: Kempston, Sinclair 
2. Above average, overall CRASH 
rating 83% M/C. 


FIREFLASH 

Producer: Abacus, 16K £5.95 (1) 
Author: M Flynn 

Thig is a very superior "Missile 
Command' style game anda games 
designer inone — another from the 
specialists in games tor eight- 
tingered players. Your base has 4 
missilo launch pads supplied by 
underground tunnels, and 2 laser 
bases at either end of the screen. 
Intoming alien missiles split into 4 
emall and hard to hit warheads If not 
destroyed quickly. Fou must select 
the launch pad required, fire the 
missila, guide itto its target and 
déetonate it at the correct moment. | 
that's not enough, tow lying align 
craft bomb your instaliations. E you 
like a fast, difficult to master game, 
then this is for you. But many factors 
can be moditied by tha claver POKE 
facility which allows you to redesign 
the-game to suit your own taste. On 
tha reverso sida is à frea game called 
“Destroyer. Uses 6 control keys, no 


| joystick option, excellent graphics, 


recommended, CRASH overall 
rating 78% M/C. 


GROUND ATTACK 
Producer: Silversof!, 16X £5.95 

This is-símilar to Penetrator by 
Melbourne House, bul is nowhere as 
good à program, it's the sister game 
to "Orbiter'. Here you must attack the 
aliens in their underground caverns. 
Weapons are bombs and laser and 
there are tuel dumps for points. 
Thrustand decelarate and nine skill 
laveis (different speeds of play) with 
the cursor keys and Sand O for 
direction and fire, which is not the 
best arrangement. No joystick 
facility. There are better value games 
around of this type. 





HARRIER ATTACK 
Producer: Martach/Durrall, TEBK 
ES. B5 


Thisgame seemed lo upseta lotoi 
magazine revigwers because of lts 
unstated reference to the Falkiands 
War! Bad taste perhaps? In amy 
event, a completely dali reason to 
give an excellentgame a poor 
review. You must take of from an 
aircrafi carrier, dodge quided 
missites tired at you from an enemy 
ahip, then fly over a heavily 
detended island, bombing lhe anti- 
aircraft guns, avolding the enemy 
fighters and shooting them down. 
Keep your speed upor you'll run qui 
of tuel balore reaching the climáctio 
bombing run on the town (Port 
Stantey perhaps?) Then it's back to 
the alrcraft carrier to land. Fast 
responses and first rate graphics 
(the sun on the sea is particulariy 
good). Five skill levels. Keys are 
cursor (pity) with zero to fire, nine to 
bomb and SPACE to eject. Joystick: 
Protek or AGF on the cursors, 
Highly recommended, 


rating 88% mic, 





INVASION OF THE BODY SHATCHAS 


Producer: Crystal, 48K £6.50/1) 

À word of warning —4his game 
(indeed 8! new Crystal programs) 
has a special Ioader which makes 
you think isn't loading property. 
is à Classtó copy of the famous 
arcade original and features 
Landers, Bombars, Mutants, 
Bwarmers and Pods. There is an 
excellent radar screen, One you can 
really use for lining up shots, and 
spectacular exploslon graphics. 
Sadly unless you own a Fuller Box, 
the game is totally silent. As usual 
with Defender games, lheré is not 
much colour, but the graphics are 
fastand smooth, All in all probably 
the best version for the Spectrum 
yet. Rather awkward control kays; 
£'X lefu'right and N/M up/down, Ato 
6 fire laser, Hto ENTER smart 
bombs, Joystick: AGF, Protek, 
Kempston, Fuller. CRASH rating, 
playable and addictive, overall 70% 
M/C. 


KRAKATODA 
Producer: Abbex, 4BK £5.95 (2) 


| Author: Paul Reynolds 


One of our Games of the Month last 
issue, and deservedly so. This lively 
game boasts tons of well graphics 
with animation and humour thrown 
in. Your task asa chopper pilot |s 
twolold, one to prevent enemy subs 
and V1 bombers from destroying the 
oil tanker anchored in the bay and 
two, rescue people from the 
imminent aruption of the volcano on 
an island across the bay. Nhen lhe 
tanker |s hit its crew start to fling 
themselves overboard and also have 
to be rescued by lowering a rope. It's 
all very tricky, helped by a very quod 
radar scanner and a forward firing 
gun on the chopper. When the luel 
runs out, it's back to the hetipad 
where a busy workman comês out 
and does the job (marvellous). À 
handful of keys is needed, not well 
explained, and the gama is 
challenging, original and well worth 
the money. No joystick option. 
Generally rated as very good, highly 
recommended. Overall CRASH 


ORBITER 

Producer: Silvarsoft, T8K £5.05 
This is a much better game than 
Silversofts Ground Attack and isa 
good version of the classic 
Defender ofarcade fame. The 
animated graphics are neat and the 
sound amusing. Control keys are 
much better placed than in GA as 
well. Cilmb, diva, thrust, reverse, 
hyperspace, smart bombs and laser 
all help you protect the humanoids 
from lhe maráuding alien craft. 
Features an excellent long range 
scan, No joystick facility. M/C. 


 PENETRATOR 


Producer: Melbourne House, 4BK 
£8.95 


PFrobably the definitive 'scramblea” 
game tor lhe Spectrum. Four rings of 
detence surround the alien baso, 
each with its own problems of 
landscale. Missiles take off 
continuously quided by radar units 
(excellantanimation) which get 
more accurate if you fail to destroy 
enough of them. Special feature 
allows you to reprogram the game to 
make your own landscape and alter 
tha anemy's defences. Highly 
recommended. Joystick: Kempsoft |, 


 REPULSAR 






Producer: Soltok, TEK £5.05 
Author: Andrew Beale 

This is Soltek's version of missile 
defence anditisa close copy of the 
original, IU5 graphics are nowehre 
near as good as Ocean's 
Armageddon. On the other hand it 
does have the extra feature of plenty 
ot enemy planes buzzing around to 
destroy as well as tha missiles 
themselves and the explosions ara 
satisfactory. Itis also faster to play 
than CQcean's version, but somehow 
less fun, One side of this Geo istor 
the keyboard (with a dreadiul 
layout) and the other side is for the 
Kempston joystick, The inlay card 
doesn't tel vou that key Mis for fire. 
Eight directional movement, 
generally okay, but notas plavabia 
as Armageddon, 


SCRAMBLE 

Producer: Mikrogen, 16K £5.50 
This is an enjoyabla copy of the 
arcade original and a flexible 
program às vou re givena d-option 
menu (1 = missiles, 2 = UFOs, 3= 
Meteors, 4 = Fortress) which means 
you can leap from part to partas you 
choose, or fight your way through 
the correct sequence if you're à 
showofl. Three speeds with the 
graphics a bit shaky on fast, Usual 
lasers, bombs, fuel dumps, missiles 
with a neat 2-option on returning to 
the nexl life where you left ofl, Or 
changing landscape each time, The 
meteors are too difficult to be 
anjoyable, and the sound tan 
amazing. No joystick option and the 
keysaréea bitofa handiul (27 down, 


| 4=up 8=brake, 7 = thrust, O= laser) 


and all lower roware bombs. Allin 
all fun to play and good value, 




















ZAKXAN 

Producar: Slarzone, 4BK E5.50 (1) 
Author: N Mardor 

With a change of one letter, the 
game everyone has wanted to get 
their hands on has reached ihe 
Spectrum-at lastand caused a stirat 
the mh ZX Micrófair where il was to 
be seen on the Crash Micro stand for 
the firstitime. The compiled machine 
gode graphics are surprisingly 
smooth, considering how much 
detailhas to keep seroóllino 
diagonally across lhe screen. The 
Object isto take your attack fighter 
through the increasingly dense 
delancas and destroy the Zaxxan 
fort. Features gun emplacaments, 


fuel dumps, enemy aircraft, laser 


baams and walls with force fields — 
and of course the shadow of your 
fighter on the flogr. Colour is well 
used and the sound is fairy good. 
Good control keys and Kempston 


| Joystick. Good value for money, 


addlctive to amo nd amusttor 
Zaxxon' fans. Overall CRASH rating 


TAM MO, 
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| There are now a numbar of programs 





COCKPIT GAMES 


which give you à forward view 
ih the space ships soreen, 
enough to make à category of their 
own. Weve decided to call these 


“cockpit games. This section does not 


Include any of the Trek games, which 
piten have a vigwscreen simulation, as 
they come under their own heading. 


THE BLACK PLANET 


Producer: Phipps Associates, 48H 
5.95 


Author: 8 & Gormhili 

A mammoth game tor wet Sundays. 
You'll need -a printer ora note pad 
ora good memory, for the complex 
of instructions are on one side and 
the game on the other. Your task is 


“torid the space lanes Of pirates 


whose home ison the Black Planet, 
which is invisible until you find the 
Key, which has been broken into 
sevan parts and distributed on seven 
diflerant planets, which each have a 
different arcade adventure, which 
each has diflerentkey instructions, 
which means you ve gof to know it 
allbackwards! Thai said, it's tons of 
fun. The cockpit view with moving 
stars is very good. An instrument 
panel tells you where you are in 


Space, where the star base is or the 


planets on which you must land, 
Navigating is quite diticult, but it 
vou get it right the sight ol a planet 
looming up is very cimenatic. You 
can land manually or use lhe auto- 
docking leature. Betwean plamets 
you may well be aitacked by lhe 
pirates who know you are after them, 
in which case you are into a furigus 
dog fight. J's nota game fora tew 
moments. Excellent value and highly 
recommended, 


COSMOS 


| Producer; Abbex, 16K £5.95 


The keyboard layout looks simple 
but is confusing tó play with, The 
viEmw screán shows YOU CONVOY, 
which you must protect. Enamy 


| ships infest space and so do 
| asteroids, You have two lasers with 


continuous fre. Movement adjusts 
the field of viaw to quite an extent 
but withouta long range scan its 
diticult to anticipate property. The 
colours are fine, sound rather poor, 
but nevertheless, a game with good 
playability. Joystick: Kemptson. 


DIMENSION DESTRUCTOAS 
Producer: Artic, 4BK €5.95 (2) 
Author: Jd Ritman 

'30 Combat Zone' inspace — 
describes this game quite well. The 
pyramidal-shaped enemy craft form 
im clusters and swoop towards you 
in very effective hollow 3D, You line 
upthe orrushino enamyin your 
stghts and blast ham to kingdom 
come with your twin-firing lasers. 
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The graphics aren't very colourtul, 
but they work very well and the ship 
control is pin-sharp inits 
responsivenass. Top marks for fhe 


- "Star Wars' like intro and titles. 


Exciting to play but perhaps not 
massively addictiva. Reasonabite 
control keys, joystick: Sinclair 2, 
Fuller, Kempston. Gets 
progressively harder tha longer you 
play, rated above average to good, 
overall CRASH rating 68% mc. 


GALAXY ATTACK 

Producer; Sunshine Books; 48M 
£5.95 

This isa real zaparóony of a game 
with loads of plavabitity. butbe 
warned, you need to be an alien with 
three hands or a 15-digit Uruggian 
for keyboard control, The 
programme comes in three parts, In 
space as you approach the 
Uruggtar's planet, you must destroy 
their waves of fighters by centering 
the sight cross hairs; then on the 
ptanel's surface, where your landed 
Ship is surrõunded by walkers and 


| fighters, and then the finale attack 


on the orbiting mother ship. Control 
response is 900d, colóur and sound 
excellent, and the simple response is 
good, colour and sound excellent, 
and the simple 3-dimensional aliens 
work well. Recommended, No 
joystick. 


- OMEGA RUN 


Producer: CAL, 48K £5.95 (2) 
MAuthor: Richard Brisbourna 
Fanatical elements have seized 
control of a doomsday bomb and it 
5 timed tó go oflin 25 minutes. Fou 
must fly your fighter-bomber 
Ihrough haavy defences and destroy 
the building housing the bomb 
before itgoes offand destroys the 
world. Your cockpit vigw shows lhe 
horizon, enemy fighters, laser baams 
and anti-aircrafi explosions. 
Fighters get on your tail and you 
must alter Course to bring them 
ahead and destroy them with your 
guns. This takes you offtarget linea 
and the fuel tanker flying ahead ol 
vou with which you must 
rendezvous before completing the 
mission. Excellent on-scraer 
instructions which demonstrate 
controls and instruments. This isa 
very busy game with 5 setectable 
skill levels and some customisation 
possible via a menu, Effective and 
colourtul 340 graphics. Playable, 
addictive and Trecommended, Overall 
CRASH rating 87% mic, 


ROMMEL'S REVENGE 

Producer; Crystal, 48H 26,50 [2) 
Muthor: MS Horstêy 

This is probably tha best version yel 
at tha mell kngun aréade original 
'Batile Zone and is, Of Course, 
similar to Ártic's'3D Combat Zone. 
Ingne sense it's much better — lhe 
flat plain is well landscaped and 
tegeming with buildings, radar towers 


"and telagraph poles. The missiles, 


once fired, seemed to travelata 


realistic speed, In another sense It's 


not 50 good — the enemy tanks 
dont appear as frequently and there 
aren't any flying saucers to contend 
with. On the other hand the enemy 
tanks aren't so over-intelligent at 
avoiding your fire, 50 you get à 
better sense of achievement! Rather 
poor sound and the hollow 3D 
raphics are colóurliess, but it's fun 
Rust wandering round looking at the 
buildings. Watch out far the special 
loader routine which makes took 
às though the program isn't loading 
properly. Reasonabla EOyS, joystick: 





Kempston, Fuller, AGF, Protek, 
Rating. good, overall CRASH rating 
65% m/€. 

TIMEGATE 

Quicksilva, BK 26,95 

Excellent moving star backgrounds, 
in 3D give a real space feeling to this 
a-skill tevel gama, Long range scan 
shows you where the enemyare and 
you jump through space to lhe 
correct sector. Movement control is 
instantand keeping the enemy in 
your stghts is a tough task helped by 
ajoystick (Kempstón). Hyou re 
successful at clearing lhe entire 
galaxy youcan land on the aliens 
planet to refuel before jumping the 
timegate to another infested galaxy. 
Full damage status readouts. Highly 
recommended. 


d0 COMBAT ZONE 
Producer: Artic, 48K E5.95 
According to Artic, this Is their best- 


“gelling programme to date, and no 


wonder. The first real 30 eftectin the 
Spectrum. Travel across the lat 
plain and batte with enemy tanks, 
flying saucers and super tanks — a 
kill or be killed battle of wits among 


| the pyramids in real time, The game 
| gives a tremendous sense of moving 


aboul in a space and can be quite 
hpynotic. Battle radar to spot the 
enemy and calculate distance. 
Joystick: Kempston, A first rate 
game and highly recommendes. 


90 SPACE WARS 

Producer: Howson Consultants, TEM 
£5.8571) 

Introducing à new race of aliens — 
the Seiddab (baddies spell 
backwards), this game is a 
straightlorward zap em which does 
not boast the complexities of a Slar 
Trek game, butis aí least to the 
point. The minute it starts the baddy 
Seiddies are there, etched atainst a 
realistic moving star background. 
Below, your instrumetnas are easy to 
read, bar codes for fuel and speed. 


| Twin lasers tire from the visible nose 


cone of yourcraftand area 
satistying effect, Line up the cross 
hairs on the enemy and fire away! 
The Seiddab crattare well drawn 
and move neatly in3 dimensions, 
firing back when lhey want. There 
are refuelling points in spaçe which 
You must reach in time before your 
power runs out, Positive movement 
and smooth graphics, quita good 
sound, joystick; AGF, Protek and 
Kempston. Overall CRASH rating 
66%. recommended as godd value. 
MAC. 


SD SPAWN OF EVIL 

Producer: DK Tronics, TOK [4.95 
Its a bitota cheai—to keep the 
programme in 16K the very long- 
winded instructions are ón one side 
of the cassete and lhe game on the 
other, which is irriating at first. The 
vigwscreen works well with stars 
defining movement, but control is 
exceptionally sluggish and hitting 
tha alien swarm is a bit like trying to 
killants with a pogo stick. In the end 
a slow and confusing game with no 
joystick option. 


ZZ00M 

Producer: Imagine, 48K £5.50 
Among the most popular games of 
83, Zzoom has you ina plane 
rescuing humanity. Viegwscreen 
shows You a road over which you are 
Hyng with tie humans on the 
horizón whom vou must save from 


| the enemy bombers. These come in 


waves from the left, some just 
contentio wipe outhumanity others 
which turn and fire at you, wearing 
down your shield. 1 you survive two 
waves without getting destroyed or 
grashing into the ground, there's a 
desert infested with tanka, and the 
sea with submarines and... Scrolling 
graphics tor the titles all help to 
make this à very memorabie gama 
and excellent value for money. 
Joystick; Fullar & Kempston. 


| ri [this proces degerers ig 
style games however). Some of those 
“Include 





MAZE GAMES | 





s and 
acman 


Maze games come in all sha 


ed here might not even seem to 
Hit the smpetrd + ut on reflection you 
will gee that in fact lhey are really 
maze games (at least, you might if you 
try hard). 


ANDAOIOS , 
Producer: Sunshinao Books, 4BK 
E5.95 


Androids boasis a vast maze 
populated with homicidal robots and 
ig Sunshine's version of 
Frênzy/Panic. Armed with a laser 
(Pres in the direction you're 
pointing) andfive lives, you must 
find the hidden exit to the next level, 
Spacial panel's replenish your force 
Held and laser power. sa “nó win 
gamefor points. The graphicsare - 
good, nice animation and machine 


| toda makes for high speed 


movement. Good value for money 
and very playabte. 


ANDROID | 

Producer; Vortex, T6K £4,95 

What we have here is à mell thought 
outand addictive rape oi the robots 
Franzy'Berserk' game with five skill 
levels and copious screens. Android 
lisa superior robotandhe has to 
blast his way through the walls of lhe 
complex towards, what? (A reactor 
actually, but who cares, its the 
getting there that's fun). His enemies 
arê several types of unattractive 
mutants (attraclive graphics) 
including farcupies (In groups), 


| Wanderers (luny lonies), Skaters 


(stithering around and hard to hi) 
and Bouncers who land on your 
head when you're least expecting it. 
Joystick: Kempston: Recommended. 


ANDROID 2 

Producar: Fortex, SEK £5.95 [2) 
Author; Costa Panayi 

à sequal to the successful Android 
1. this is a vastly improved game in 
both looks and playability and was 
one of ijasue 2's Games of tha Month. 
Android 2 isa superior robo! 
equipped with a head mounted laser. 
He must walk the maze ol death, 
survive lhe paradoz zone and 
overcome tha dangears of the 
flatlands. In 50 doing he muststop 
the advance of the Milllitoids, long 
entipeded creatures. Other hazards 
include land mines (loads o! them), 


| Hoverdroids and indestructible 
| Bóuncers. The playing area Is vast, 


the maze alone is bigger than in 
most other comparable games, and 
everything is sesnina solid 30 
perspective from above. Every detail 
of this game has been polished — 
the graphics are excellent, cóolourtul 
and well animated, the sound is also 
good, it has beautiful instructions, is 
difficult to play and addicive, Good 


'control keys, joystick: Rempston. 


Excellent value for money and 
highly recommended, Qverall 
CRASH rating EPs MC. 


BEDLAM 

Producer: MC Lothlorian, 16R E5.95 
(1) 

Avery fastshoot em up game in 
which the maze is nota central 
problem, but tha infestation of 
beautifully animated creatures are. 
It's supposed to be an asylum planet 
and you're the only sane inmata (50 
you think)! Equipped with your twin- 
firing phoóton bolt, Es quite a task to 
keep the ravening monsters aí bay, 
They move faster and faster às they 
dash at you and thero are also 
'sauterous quards' nipping aboui, 
firing aí your. The one drawback, 
perhaps, 15 that the creatures take a 
very predictabla palh towards you, 
butit's still al extermely fast, Could 
have had more variation to heighten 
addictivity. User-detined control 





o 


hay5, 50 AGF or Protek joysticks aro 
usable, pretty good value for money 
and an overal] CRASH rating of 78% 
MC. 


BRAIN DAMAGE 

Producer: Silversoll, 16H €5.95 (1) 
| Morrison & O Anderson 

You're incharge of a tank deep 
inside a bored and dangerous 
computer which sees your presence 
asa bit of fun to enlivenits dreary 
life of computing. Hoton your tail 
are Electron Panzers, Marauders, 
Centurions and Rogue Programs, 
each smarter than the last. The 


| object, quite simply, is tô hit one àf 


lhese and promote to the next level, 
Butitisntaseasy as itsounds. N'5a 
measure of how fast the game can 
be that even with only one hitto 
concentrate on it remains à very 
difficult zap game to play. Only one 
btastata time but the laser beam 
ritochets (beautitully). À complex 
array óf control keys allow for d- 
direchonal movement and turre! 
rotation. Neat, smooth graphics, 
g90d sound, joystick: Kemptson, 


| AGF or Protek. 3 controlkey 


óptions, 4-skill levels, multiple 
screens, pretty addictive one you gel 
the hang. Overall CRASH rating 69% 
MiC. 


BUBBLE TROUBLE 

Producer: Arcade, 48K £5.50(2) 
Author: Bruce Rulhertoro 

The mazes are quite simple but thera 
are 50 0] them, You must guide your 
burglar around each maze stealing 
theodd valuables doited around, 
whilstavoiding the lovable 
attentrons of giant bubbles which 
toliow close on vour heels. You may 
select any maze to commencte the 


CD === ===> ES —— Edi nã ã - 


Brrr! Deep in the confines of the 


frosty blue maze Pengy is pushing 
his ay oulofirouble. Pengy's fro- 
| zen wasteland 15 a random maze 


| constructed of= blue ice blocks 





game, no one is really any harder 
than another but there are 3 skill 
tevels which Increase tha number oí 
bubbles, but also slow down the 
game. The hero, Basil, isa hai ón 
tags and nicely animated and the 
maze graphics are variedand 
imaginative, but lhere was a feeling 
thatthe game lacked the vital quality 
that made itaddiciive. Rated above 
average. Overall CRASH rating 63% 
= CUrSor keys, joystick: AGE, Protek 
or Kempston, MC. 


CORRIDORS OF GENON 

Producer: Now Gonsration, 4BR 
E5.95 (1) 

A 30 Maze game which demands 
'Master Code' skills and numerio 
sequence recognition from the 
prayer. Deceptive in that iLsegms 
vary ordinary aí first But rapidiy 
becomes unstoóppabia. Basically you 
must thread your way through lhe 
concentric ciruciar maze to find the 
cêntral control room tor the evil 
computer of Genon and destroy it. 
Doors cut the corndors intó 
segments and connect betwoen 
adjacentcorridors These are 
opened and shut by the computer 
and you can open them by punching 
inthe correct coda (sach set ol 
doors has lts own numerio 
sequence). With your ESP at high 
level the screen displays the next 
doors code, but there's a nasty 
monstar called Boguichasing you. 
Each time he bogulises you, your 
ESP qoes down and more doors 
have blanks which you must work 
out before the door opens or shuts 
for you. The Ingenrôus touch lies in 
the excellent sound track of Bogul's 
thudding footsteps as he chases up 
behind you — turn around and you! 









see him. Neat;solid graphics and 
unusually playabio, Cursor keys for 
movement inconjuncton with 9 
keys (used with an overlay) for code 
breaking. Joystick: Kampstôn, AGF 
or Protek. Querall CRASH rating 
72%, excellent value for money if 
you enjoya bit of figuring, M/C. 


CRAZY BALLOONS 

Producer; A&F, 164 £5.75 

A simple maze made up from 
Crosses = Only just big enough to tet 
your waggling balloon through in 
places. Elsewhare you must use 
precision and timing to squeeze 
through without touching the sides. 
Extra points for using the narrowest 
passages. Perhaps too simplistic for 
most, but still notageasy as itirst 
looks. There Isa time limit, 


CYBERTANKS 

Producer: Star Dreams, 16k £5.95 
ft) 

Here the maze actually represents 
the streets and buildings ol a city. 
You're in command ota tank, 
surrgunded by the cybertanks which 
vou mustshoot outof existence 
before they get you, You can blast 
your way through the maze walls to 
getat your enemy. If vou clear the 
tirst screen the sacond sheet has 
minas littered around which destroy 
anything that touches them. All ir all 
ilbecomes very repetitiva and our 
reviêwers thought it reasonabla bu! 
onty average fun to play. The 
graphics are quite small, although 
nicely designed and move smoothly 
enough — the title card |5 brilant. 
Two sets of control keys, well 
placed, joystick: Kemston. Overall 
CRASH rating 58% M/C. 


DO DO 

Producor: Biaby, 4BK £5.50 

Notat first sighta-maze game, but 
thisis one where you make your own 
maze for protection from the 


dreaded Snow Bees which infest the 
Arctic ice wastes where you, the last 
living Do Do, find yoursel stranded 
(beat that tor a scenario!) The first 
opacirum version of 'Pangy'ilhas 
charming graphics and g00d sound. 
Basically you must shuntthe ice 
blocks around to escape the bees or 
crush them. H you're claver vóu can 
electrocute them against the walls. 
Joystick: Kempston. Recommended. 


EMBASSY ASSAULT 

Producer: ICL/Sinciair, 16K £4.95 
As the nation's top secret agent your 
mission |5 tQ acquire top secret 
codes from the code room of a 
loreign embassy, Actually all you 
have to do in this dreary game is 
wend your way through a 3D maze, 
upand down stairs and find the 
room, then get out, all timed against 
ihe clock. No thrilis no spilis and 
very few frilis. Each move means 
war interminably for the 
corrndors to slowly build up, Nine 
tavels with the simplest taking 
seconds. 


ESCAPE 

Producer: New Generation, TEM 
£4.85 

Perhaps lhe most beautiful looking 
game yelior the Spectrum, Escape 
pits vou agáinsta 30 maze seen 
irom slightly above só the horizontal 
pathways aré obscured by the 
hedges. Somewhere in thera is the 
Key to the exit. As youenter a 
monster shoots inand homes in on 
you ingxorably. Get the key and he 
speeds up Get outand you're back 
witha maze and two monsters, Five 
levels anda 'nowin' situation, Hs 
depressingl One ol the most panicky 
gamas we ve seen. Joystick: 
Kempaoft Il, Recommended 


raided by the dreaded Sno-bees, SPECTRUM  ONLY=The 

















The sno-bee's sting 18 deadly, but A rea of TUTANKHAMUN 
Pengy can retalatée by squashing 3 ate a me tyr so are tha 
therm with the ige blocks that he - ; he 


pushes around. Pengy is based 

on one of this years arcade ct 
E successes, and lhis version = À | RR 
E captures all the acuon and addic- himite teme to unboçã the d 

tin of the original, Packed full,of «qm rito th keys 
features, super smooth graphics, à 
Hashung and bonus blocks, double 
SCOre búnuses, ditzy bees, and 
hours of entertainment! 
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100% machine code, fast, 
smooth, hires arcade action, 
Kempston, cursor key, joystick 

“orkeyboard operation, Games 
available direct €5.95 inc. 
Pp. + p. 24 HOUR DESPATCH, 
or from good software outlets. 
Trade enquiries invited, Good 
programs always wanted. 


MICGROMANIA 


14 LOWER HILL ROAD, EPSOM, SURREY KT19 8LT 











ANT SPECTAUM. Full arcade features; realetio gobbiing, 
tour coloured ghosts. dy and porte podes, very anetgena 
chasing'runnima ghosts, es! blue 5 dor bonusas, 
tunnel, normal dr INVISHELE maze, 10 diferená select: 
alho bovela. 100% machine code action. excelhend fas 
graphics, sound elecis and tunes 
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 ESCAPE-MCP 


| You mustescape through nine levels 


| features a series of simple but (as 
| bacomes clear when you play) 


almost any joystick can be used, An 
| addictively inturtating game and 


| ETX 


| penguin round the ice fiows 
| avoiding the nasty Snow Ecos. You 


| snow bee in contact with it. The 

| graphics are nice, quite large, 

| responsive and fast but not over- 

| colourtul, and the sound |5 good too. 


| levels (Speeds), reasonable value. 
| Overall CRASH rating 61% M/E. 
FRENZY 


| “Berserk, which pits you against evil 


| répresenting the different rooms of 





| must be hell because all the walls are 
| etectrifiad, killing you and the poor 


Producer: Aabbil, 16H £5.99 

The Z80 processor bites back. Yes 
your Spectrum has gone berserk 
and you have been de-atomised, 


while tha MCP homes in on you and 
tries to destroy you. Escape-MCP 


fiendishly Hald out mazes, 
representing the logic paths of the 
processor. You starttop leftand 
must first reach a key and lhen an 
exit to the next level, Slowly and 
inexorably the MCP sighthomesin 
on you and the trick is to move along 
the paths in such a way that you 
lBava yourself enough time lo make 
the key and exit, Notatalleasy. 
Cursor kays and user-defined, 50 


excellent value, 


Producer: Abbex, 16/48K €5.95 

In 45K ETX speaks, though mostly 
whal he says after the locquaçcious 
intro is'OQueh! ET is stranded on 
Earth searching for add bits with 
which to construcl a phonehome. 
The bits are hidden in núumerous 
wells. He's pursued by a mad 
protessor and à nasty from M15 (or 6 
or something). Only young' Emie is 
nice, The game |s charming to look 
at but a littie puzzling to play since dl 
seems impossiblé to excape the 
wretched protessor. Program 
contained on both sides of lhe 
cassette. Joystickr-Kempston. 


FREEZ BEES 

Producer: Silversoll, 484 €5.85 (2) 
This is another version o! Pengy, 
the object of which is to walk your 


can burn away lhe square ice blocks 
or send them vlying in the hope of 
crushing a snow bee to death. This 
version features illumination of ice 
blocks tróm which snow baes will 
hatch fora flash (whith givers you 
the chance to destroy a snow bes 
before it gets dangerous), and the 
fence which may be etectritiad when 
thê penguin tQuches ii, stunning any 


Tha matn drawback is that the game 
is very hard to play well and the 
snow bees are difficult to shake off, a 
fact which lowers th game 's 
playabitity quickly. Good control 
keys, joystick: Kempston, 10 skill 


Producer: Quicksilva, T6R £4.05 
Almostevery software house has lts 
version of the arcade favourite, 


robots in a complex of ssmry'e mazeas, 


some aten HQ. Life in these places 


old robots, Quicksilva's version is 
very good of its type, with simple but 
smooth graphics, You lose a life if 
vou collide with wall, robot ór 
exploding missite. Avoiding the 
missiles can be done by leaping 
through an exit into another room, 
but as you do hordes more robots 
appear. The keyboard positions are 
rather odd, direction and fire being 
controliad by keys 6-0 which makes 
it difhicult to use a joystick. 
Moderately addictive but not bad tor 
tha prica. 
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LAST SUNSET FDA LATTICA 
Producer: Arcade, 48K £5.50 
Arcade seem to specialise in 
obscure tiles. Laítica is à complex 
maze with over 100 locations and 


| three levels populated witn androids. 


The walls are electrified so you must 
avoid them.or lose one of your four 
lives. The aim is to discover the 
tocationofa bomb which will 
destroy the entire planet when it 
explodes and defuse it, murdering 
the androids on your way. The 
graphics are very good and richly 
coloured (you're asortof'Horace - 
like creature). Joystick: 
Kempston/AGF or Protek and cursor 
keys. Elghtdirectional movement, 
Good value. 


LORD HARRY & LADY HARRIET 
Producer: Lotus-Soft, T6K E5.90/1) 
Author: Derek Jones 

The title indicates that if you wanta 
lady hero you can load side 2 instead 
of-side 1 tor Lord Harry. The 
ingbriated Lord is lostin his friend's 
ornate garden the morning after the 
might before. He must wander round. 
eating mushroomas to keap alive, 
whilst trying to find the secret exit. 
There are four interlinked gardens 
all full of puddles and trees in 
addition to mushrooms: The trees 


| barhis way, ihe puddias lose a life — 


and tô make mátters worse there.are 
two guard dogs chasing around after 
him, in one of the gardens there is a 
porsonous mushrogm wlueh, ifLord 
Harry eats it, is the end of him unless 
he finds the exil within DA seconds. 
Reasonably well laid out control 
keys. progressive levels attractiva 
Liza ofcolour, but perhaps more 
aimed at the younger player rather 
than the arcade freak. Joystick: 
Kempston/Datel, Sinclair 2, Protek 
and AGF. Good valua for money, 
overall CRASH rating 63% MC. 


THE HOUSE DF THE LIVING DEAD 
Producer: Phipps Associates, d8K 
£5.95 (2) 

This verges on being a Pac Man' 
variant, but not quite. The idea ia 
that you are spending the nightin a 
strange house full of unpleasant 
monsters. Fortunately you are wise 
to the lora and know that if you can 
get the four sections of a cross from 
the four cormers of the floor to the 
central rôom you will destroy the 


* power of the monsters. Each screen 


i5 lhe same maze with a square in the 
middle and four 'L' shaped pieces 
wrich you must collect one ata time 
and take to the centre. When the 
cross is formed the monsters dis-and 
You progress to the next, more 
difficult level with more nasties. The 
game oflers reasonabie graphics 
and is simple to play. Not very 
addictive, not even very serious but 


| H'may appeal to younger players and 


| certainhy fun between alien- 
zappimg. Poor keys (cursors), 
dp Kempston, average, 
CRASH overal rating 50% MC. 


MAGIC MEANIES 

Producer: COS, T6K E5.95/2) 
Despite the inlay blurb of times past 
and wizardry renewed, this is nó 
adventure game, in facta good 
version of the 'Dig Dug' type of 
mining gama, where your man 
creates his own tunneis in search of 
valuabies and thus his own maze, 
and geis chased by meanies, You're 
in control of Meltec (a wizard); who is 
sesking lumps Of lead, There is also 
awandering cherry on each screen 
which he must collact to progress to 
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the nexi screen. The meanies set ofl 
chasing him up his self-cregted 
pathways — to get rid ol them he can 
undermine the red'apples and drop 

- them on the meanies, or at least 
block ofla palhway belore dashing 
onto the next blue lump of lead, The 
graphics are quite small, one: 
character size and they move portity 
but the game's attraction lies in tha 
skill and quick thinking required to 
outwit the meanies. Sensible contro! 
keys, joystick: Kempston, 9 skill 
levels in speed and progressive 
difriculty, above average. Overall 
CRASH rating 58% MC. 


MAZE DEATH RACE 

Producer: PSS, 48K £4.95 

You're in your car, lost in this 
endiass maze. avóiding the hazards 
like rock falls, ice, oil silcks and the 
maniacs in their evil cars. Collect the 
| fiags for points and watch out for 
fuel dumps — the thirsty car needs 
them frequently. Control is fastand 
positive, go0d graphics and 
scrolling from screen o screen is 
effective, À quad, fast game. 
Untortunately you can talter 
between the three skill levels once 
selected, and the instructions don't 
tell you that is lhe cursor keys 
whiGh oparate. No Joystick option 
but itwill work with AGF or Protek. 
Machine code, moderately addictive, 


MAZIACS 

Producer: DK Tronics, 48K €5.95 (7) 
Muthor: Don Priestiay 

This pure find-your-way-th rough-a- 
maze-and-escape game isamong 
the best ever from DK. Simple in 
concept, its playability lias in the 
lovely graphics and its speed of play. 
The aim is to ênter the maze and 
discover the gold, which will be al 
least 200 movas away. Embedded in 
the walls are many useful em like 
food and swords. Keep your 
strength up by eating and use the 
swords against the dreaded Maziacs. 
There are prisonare also embedded 
in the maze walls and they will tell 
you the shortest route to the gold by 
marking the path in yellow. This only 
lasts for à few seconds however. The 
swords only last for one attack, and 
without one am awtul Maziac will 
surely kill you óff. Once you've 
found the gold your problems really 
startas vou cantcarry both gold 
and asword, so makes sense to kill 
otas many Mazlacs as you tan on 
the way in. Excellent graphics and 
animation with plenty of detail, User- 
defined control keys, joystick: 
Kempston and cursor joysticks via 
user-detine, 4 skill levels, random Ri 
generated maze each game, CRA 
rating: highly recommended, overall 
B2% MC. 


PLUGEIT 

Producer: Blaby, 48K £5,50 

| Author: Rob Jones 

| Thehero, Percy, isa little IC chip 
who has become unplugged from 
his socket. You mus! guida him 
through the maze of cireuitry inside 
"Uncle Clive's' computer and plug 

him in again. There are two keysto 

find which, when used in the correct 

door, willuniock them, but they 
must be done in the right order. The 





maze is tull of resistors, diodes and 
capacitors which are chasing Percy, 
and his energy, which-starts at 1200 
units, runs down very quickly, To 
addto his problems, lhe walls of the 
maze are electritiad, The only 
weapon is an energy beam which 
fires in the direction 0f movement. 
Only a gmali partof the total playing 
area is visible on screen, Good 
graphics and smooth compiled 
“movement. Auto startand cursor 
contgrol keys are a sli 9 ht drawback. 
CRASH rating: à worlhy maze game 
H notquite up to Blaby's addiciive 
standards. Overall 63% compiled 
MIC. 


QUETZALCOATL 
| Producer: Virgin Games, f8K £5.95 
RE, 
Author: Gareth Briggs 
Quetz is one of four Aztec Gods 
you'll meet in this 3D maze which 
represents the interior of an Aztec 
temple with four floors. Quetzis the 
nicest and provides glass beads for 
vouto collectand gives you a map of 
tha flogrs whon you bump into him. 
The map disintegrates wilh use, 50 
use it sparingly; The other gods all 
present different problems to 
overcome on their particular floors. 
The flogrs are connected by shafts, 
mostly black and a few blua ones. 
you use a black shaft, it destroys tha 
beads you have collected. Thé 
longer you take to find a blusa shafi 
the more black ones will appear. 
Should you find the exit safety, then 
the beads you have found can be 
“used to barter with the natives for 
your ita lisa playbale game, with 
quite good 3D graphics and 6 skill 
levels, but not much sense of real 
danger. Average, CRASH rating 58% 
M4/C. 


RAIDER OF THE CURSED MINE 
Prodlucar: Arcade, 48K £5.50 

This is only à maze game ima very 
general sense, Tha game has 30 
lovels to play through. Each level 
shows a cross section through a 
mine with several floors visible and 
three lifts. Your miner (nice 
animation) must walk through the 
mine, using the litts, and collectall 
tha diamonds littered about whilst 
avoilding the spiders, ghost and 
boutlder-throwing troll. When all the 
geêems have been collected a lamp 
appears at bottom left which must be 
collected before progressing to tha 
next level. Not a fast game, and at 
first it doesn't seem addictive either, 
but tha ease with which you 
progress is matched by the ease wilh 
which you seem to lose lives, 

Getting to the 30th level rewards you 
witha picture of the surtace. Nice 

| graphics and sound, the clever 

| player lines up all his fts tirst, 











ROBRER 
Rage Wirgin Games, 4BK £5,95 
[1 

Author: Keith Mitehell 

This isa 2-partgame. In the first 
soctiôn you must cross a room to 2 
cCupboards and collécia doorkey 
and a stethoscope. A guard moves 
about with a torch and you are 
caught if you appear in his beam. 
There is also a safe key hidden in the 
room. Getting through this dumps 
you onto a collapsing bridge wilh 
apikes benegath, The third part is a 
mazé where you must swim under 
water, avoiding fish and get out 
before your oxygen runs out, then 
cross an invisible maze avoiding 
man-sating birds, get through 
narrow passages avoiding the 
bouncing balis and lastlya maze 
which disappearsas soon as you've 
segn It. Sounds exciting butitisn't. 
This is à good sketch fora much 
better game. The intay instructions 
are incorrectand the game has a 
tandeney to freeze terminally at odd 
times. Primitive graphics and 
unresponsiva control don'thelp, 
Poor. CRASH rating overall 48%. 
Compilad M/C. 


ROBON 
Producer: Sortex, TER É5.95 
Author: Andrew Baals 
This Frenzy/Berserk' game, unilke 
most of Softek's other programs, is 
not very good. At the stowest of the 
nine skill lavels it's à bit boring, and 
| atthe fastest it's quite meaningless, 
The usual format |s followed; 
sleciritigd walls, róbots, unkilable 
| “Raboks which leave exploding 
mines Behind.-Four directionai 
movement with unanimated 
| characters. 100% machine code, 
three lives, hi-scora, no joystick 
option, Oddly the control keys are 
cursor with nine-to fire, so you could 
use AGF or Protek doyrera for the 
movement but nottor firing, 


ROBOTICS 
Producer: Ocaan, 164 £5.00 
Tha name was changed from 
“Frenzy to avoid confusion with 


| Quitksilva's game of the same name, 
| Asusual the walls are electrifiod, But 


thegraphics are much better than 
anyone else's version, bigger and 
better animated, Only lhe robots' 
haads are vulnerable, and their 
Hoating leader is invulnerabie, You 
can onlyescape him by jumping into 
| another sector. The game spesds up 
as vou clear sectors, and more robot 
patrols appear. Move and fire in 
sight directions, Joystick: 
Kempston. Good values, 


ROBOT PANIC 

Producer: Soft Mill, TEK 

fou'ra the robot sent into the spaçe 
ship hold to kill ofi the escaped 
nasties. À time limit imposed by the 
cargo hold walls moving into crush 
youdoes noi give this game enough 
impetyus to ba exciting, The graphics 
arelimiied and not smooth and the 
nasties remain static. Five different 
sets of croature. Only one lifê makes 
iirritating as you must wade 
through the setting up each time. 
Low playabilily, Cursor keys, so you 
could use AGF or Protek joysticks. 


«irritating and there's a poor 
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SPLAT 

Producer: incentive, 48K £5.50 (1) 
Author: lan Andrew & lan Morgan 
Put simply, Splat |s dangerously 
addictivel The hero, called Zippy, 
must move round a large maze, 
Gating clumps oi grass, invisible 
grass, and plums, whilstavoiding the 
spikes, water and the edges of the 
maze, This would be child's playitit 
werent tor the fact that the maze 
scolls all by itself, in any direction it 
fanéres. H Zippy gets fapped 
between a wall of ihe maze and the 
wall surróunding theadge, then it's 
SPLAT! Escape is on level 7 but with 
Bach level claared the next bacomes 
more diHicult and the maze scólia 
faster. Panic setsinata moment's 
notice. When you get through a 
screan the computer vells out 
Tippeel Simple, eflective graphics, 
smooth movement, user-delined 
control keys. joystick: Kempston, 
AGF and Protek. Highly 
recommended, overall CRASH 
rating 82% M/O. ; 


STYX 

Producer: Bug-Byta, 16K E5.95 

Tou must move your man through 
threa horizontal areas; top, a simple 
mazé infested with spiders to get to a 
door into the middle section, which 
Is the river full of prahras, and then 
tó the beach, to pass through the 
lower area where the dead spirits 
lurk. 1 you make it through, lhe exit 
15 guardéd by a shrouded figure 
whose touch is death, It's a simple 
setup and would not be interesting it 
Ri werentfor thelact that its not 
easy. The screens are always the 
same but with more denizens as you 
go along. Keyboard positions are 
good, the graphics neateighi 
diractional movement, No joystick 
option. 


TOROR 

Producer; Add-on, SBK £7.05 

The title frame promisos excitement, 
but the game-doesn't deliver. Poor 
graphics and movement make you 
wonder why itneeded 48K in tha first 
place. Basically you must lake on 
some robots in a simple outlina 
maze: Keyboard posilions are 


response. No joystick option. Not 
really worth the very high price, 
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| 30 MONSTER CHASE 


Producer: Romik, 16X £8.99 

Author: Dave Noonan 

This isa 3D “corridor type game, 
The maze is on three floors and pour 
mission is to find the missing keys 
and return them to the start position. 
Then you must find a bomb and 
defuse il before il detonátes (against 
the clock). To make the task harder 
there are monsters moving about the 
maza that can be killed by one of 
your limited suppiy of grenades. To 
help you the monsters can be seen 
onatadar scréen. The 4D alado 
representation is very good and easy 
to visualise, Tha keyboard positions 
are well thought cutand a joystick 
may be used, The monsters appear 
very suddenly In frontot you fora 
second before you lose your lite — 
like a scene from Alien! Five skill 
levels and an absorbing game, Good 
value for money, 


dO MAZE OF GOLD 

Producer: Gilsoft, TBK £5.95 
Author: T Gilberts 

Thisisa maze without monsters or 
robots: The maze is seen from aya 
level in 30 blocks, so 5 & game of 
orientation and geography. The aim 
15 t0 wander ihê maze, collacting 
gold bars which lie on the foorand 
get to the lavel's exit quickly before 
the value df gold you are carrying 
lalisto zero! This is no easy task, a 
pencil and pad would help. There 
are ten levels of play from O 
(impossible) down to 8 [village 
idrots), For leveis 4-8 you can select 
anoverhead plan view whenever you 


- waniwhich shows you your position 
| and heading, the exitand positions 


ofall gold bars left to collect, It 
doesn't show you lhe walls of the 
maze — that would be too easy. 
When you return to the maze itsolta 
display tells you the value of the gold 
you have collected (falling all the 
while 01 Course), moves made so far, 
level of play anda compass with a 
moving north. Forthe 
contemplative, an excellent game 
with logds of playabilty. Cursor keys, 
joystick: AGF or Prótek, 


TUTANKHAMUN 

Producer: Micromania, 48K £5.95 (1) 
Author: Dominic W'odo 

Tutwas an Egyptian despot who 
stored his woridly goods in a large 
tomb, Your job asarchasologist or 





“entire complex. 
| tômbs frôm each other, Lively 


| "Berserk" type. The complex |s 
| haunted by robots which fire away 









grave robber, is tô wander the five 
tomba and collect as much treasure 
as yCOu can. You may siartat tomb 4 
drat alater stage if you wish. The 
maze scrolls leftand right and 
vertical tunneis wrap around top to 
bottom, What makes this game 
dHficultis the ferocious speed of the 

beasts that Inhabil the tombs. 

Monsters Intlude mummies, cobras, 

spiders and skulls. You are provided j 
with a continuous ring laser, butit 


| only works editei which 
n 


makes you vulnerabie in the vertical 
tunnels. There is also a smart bomb 
to be used once per tomborlite, but 
Hã effects are very short-lived 
indeed. At lhe topisa map ofithe 
oors block the 


graphics, speed and good key 
positions all Combine to make this 4 
very playabie and addiclive, Overall | 
CRASH rating 724 M/'C — a 

magze/zap game with a different feel, 


VOLCANIC PLANET 

Producer: Thorn EMI, 16X £6.95/1) 
Author: Nick Burroughs | 
lt is your task to destroy the evil race 
of Zerans, who live on a volcanic 
planet: To do this you must make 
your way ihrough an underground |] 
complex to the depths of the city and 

Place a bomb on lhe volcanie plug | 

and then make your escape before it 

g0es off. 5Sskilllevels providea city | 

with between Sand 15 floors, The ; 
screen only shows a tiny part of the 
whole with a small map of the entire 

Hoor you are on, Flogrs are 

connected by litts which only travel 

between 2 floors. The Zerans are | 
equipped iwth blasters and huge | 
crushing siaves. Doited aboutare ! 
tod! repair kits and spare oxygen y 
bottles, but the Zerans will take them 
first if you're not quick. Yourarmour 
and lie support is eroded by Zeran 
attack. The graphics are very good, 
especially lhe wondertul blaster 
affect, and allin all this s am 
excellent maze garra with plenty of 
potential, Lots of control keys, 
joystick Sinclair and Kampston. One 
drawback — poor Sound. Apart from 
lhat, a very good game, overall 
CRASH rating 69% M/C. 


THE WARLOCK OF FIRETOP 
MOUNTAIN 
edi Pullin Books, 48K £6 95 


Author: N Mottershead & S Brattel 
Puttogether by Crystal for Puffin, 
this is à simpler and more playablo 
verston of Hall of the Things, and 
adapted from a successful book, 
Fou must enter the labyrinth 
baneath the-crags of Firetop 
Mountain to get the Warlock's 
treasura. This is guarded by Orcs, 
apidars, Slime Mould and other 
Horrors. Your weapons are a sword 
and a bow. To get to the treasura 
you must collect 15 keys. Most doors 
open and shut alcommand and the 
maze scrotls Ssmoothiy as you move, 
As in HOTT there are a lot of'control 
keys — 18 in all, and practice is 
essential to stay alive. Good looking 
monsters, which home in on you as 
s00n as they Spot you, loads of 
speed In the fights, and for the price 
yougeta copy of tha book as well. 
Putin have a winner witháhis one. | 
Overall! CRASH rating 73% MC. 


THE WIZARD'S WARRIDRS 
Producer: Abersolt, 48K £d,95 
This is a robot/maze game, but a 
considerabla improvement on the 


blindiy at anything, and which you 
must destroy. Tha earligr ones are 
prety dumb, but later additions get 
harder to hit and are better at hitting 
you, some are evan invisible (use the | 
radar to spot them), Machine code. 
doystiçk: Kempston, Addictive and 
g00d value, 
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GHOST GOBBLING 


Since lis introduction Pacman has 
| Ee been the most enduring df 

he arcade games. For a e he 
soltware companies It has also been 
the most Imitated, with just about 
pt go having à ga Às à 
result there are numarous versions 
avallable with very little to 
distingulsh one from the other. Some 
oi them will be the subjeci of a CRASH 
Comparison in the mesr future. 
Meanwhile we list lhem here very 
brietty, only making points where | 
lhere às any point (H you see what | 
mean). For anyone who has never seen 
a pacman type game (can there be 
anyone?) you aré presented wilh a 
simple maze, often connected left to 
right by à wrap-around tunnel, the 
passageways of which are Iitered 
with regular dots. Your porer must 
wend his way round eating up every 
dot like à ga boy before he can 
rogress to fhe next level of difficulty. 
o make lie hell there are several 
ghosts which zoom around trying to 
gobble your gobbler. Four power pilis 
per level may be eaten which then 
allow you to gobble ghosts for a short 
while. W's all terribly enthralling and a 
joystick can be useful, 


| GHOST HUNT 

| Producer: PSS, 16K £4.05 

Good, classic version with three skill 
levels and clear graphics. À pity, 
Inough, that the makers dom'ttell 
vou which keys to use either on the 
intay or the sereen. In fact they are 
the cursorkeys — not the best 
arrangement tor fingers but useful 
becayse you can use a Protek or 
AGF pjoyatick. 


GHOST'S REVENGE 
Producer: Micromania, 16K £5.95 
Untfairlywrittenoffbya revigwina 
well Enowr magazine, this program 
rates as one of the most flexible and 
playable of its kind, Large, bright 
graphics with the usual features and 
asmooth action. Only four ghosts, 
butat the higher skill levels they are 
frighteningiy intalligant at getting 
vou. TOskill levels, tunnel and an 
unusual feature in the invisble maze 
mode, which starts off easily enough 
with all the dots outlining the paths, 
butbecomes difficultas you eattha 
dots. Good sound tos, and all round 
dod value. Overall CRASH rating 
2%. 100% MY C. 


GNASHER 

Producer: Mikrogen, 16K £4.95 
Mada with Mikrogen 5 usual bright 
colours and clear graphics, Classic 
copy. 


be esten for extra 


GOBBLE À GHOST 


option. 


ROBBLEMAN 


GULPMAN 


£4.55 


addiciive. 


HUNGRY HORACE 



















recommendad. 


MAZECHASE 










MAZEMAN 


wellas any other. 
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Próducer; A & A, 160K £4,95 

Author: Jonathan Nixon 

The maze in R & R's versionis 
simpler than many but the reward is 
exceptionally clear and detailad 
graphics with very smooth 
movement, Various fruitappear to 


version doesn't sulter with virtualhy 
invisible adibie ghosts. Power pills, 
tunnel and increasingly fast screens. 
Very positive keyboard action, 
joystick optlon: Kempston but most 
importantiy user-detimed keys if you 
don'tlike the cursors. Qné ot the 
best gobblers around. 


Producer: CDS, 16K £5.95 
AJ the usual features with machine 
code smooth graphics. No joystick 


Producer: Artic, T6M E4.85 

* Another standard version, pity 
though that Artic couldn't have 
made the ghosts a little slower after 
sating à power pill since ii makes 
them impossible to catch. 


Producer: Campbell Systoms, 16K 


This is slightly different in that 
there's only one ghostto chase you 
but the more dots you eat, the faster 
he gets. Five screens, nine speeds, 
nopéls or tunneis, but pretty 


HAUNTED HEDGES 
Producer: Micromega, 16 £6.95 
Author; Derek Brewster 
Derek Brewster is Neptyne 
Computing, but this 30 pacmanis 
marketed by Micromega. The price 
probably reflects the factthe 3Dina 
title or game selis better lhan mere 
two dimensions. In eflect, though, 
this |s very much the ordinary ghost 
game with a running figure instead 
of the usual toothy orange. 


Producer: Psion, 16K £5.95 

Many éritics regard this as the 
definitive pacmán game tor the 
Spectrum, and of course Horace has 
begata number of saquels in other 
categories. Highly attractive 
graphics an6 smoothiy animated 
make it a joy to play, There are 
several mazes 01 increasing 

| complexity to get lhrough. No power 
pills — justwits. Highly 


Producer: Howsor, TOR Ed.55 

| Considering the quality ofmest 
Hewson programmes, this one Is a 
complete mystery. Putitdown to 
history. |'s probably the simplest 
one available, with matchstick 
figures, white ghosts and some fruit 
as power pills. Four streéns, Cursor 
kays so works with AGF or Proteo 
provsticks. Not very quod. 


Producer; Abersof!, 16M £4 95 
Abersóti's maze isa bit more 
complex than most and the graphics 
are clear and bright. 


MONSTER MUNCHER 


Producer: Ocean, 
Qcean's graphicsare always 
pléasing, and this version works as 


BS a 


- MUNCHER 

Producer; Silversof!, 16K £5.95 

A good classig version, but the inlay 
card is all over the place teiling us N 
= down, when its M and 5 starts a 
new game ahenits 5. In facil the 
keys used are quite sensible, No 
joystick option, 

ornts and this 


ROBOT RIOT 

Producer: Silversofl, 48K £5.95 (2) 
Author: Patrick Richmond 

Ina sense this is the opposite ota 
“Pac Man' game inas muchas you 
are laying dots in the maze instead 
of gobbling them up. The story is 
that the robots have run amok in the 
corndors ofthe Acme Robot 
Manufacturing Co, and you must 
guide the-robol bomber through the 





PLATFORM GAMES 


"Oh no, it wasn't the aeroplanes - dt 
was Beauty killed the Beast, says the 
man at the end of the film aço "a 
As television is satd to have killed o 
the cinema, arcade games ara said to 
be a off television, bul good Ideas 
cross all the barriers, so its no 
surprise to see lhe famous Ape still 
going strong in the arcades. 

Kong Did are perhaps the best 
known of the platform games, but there 
are quite à lew olher types, all 
characterised by the need to climb 
ever higher either by jumping or 
climbing ladders and usually bolh, As 
with most arcada ape joysticks are 
usually à help to higher scores. 


BARMY BURGERS 

Producer: Blaby, 48K £5.50 

Author: & Capeweil 

Sound and graphics are strong 
pointa of Blaby games and this 
maddening-sesame seed bun ola 
game is no exception from its 
delighttul titlecard onwards. You're 
presented with four plattorms with 
the various elements of three 
hamburgers suspended from them. 
The task isto walk vour chef over the 
ingredients which drops them level 
by level unhl they make up complete 
burgers; Gurger, cheese, lettuçce and 
top half of the bun in that order. This 
would all be very simple were linot 
for the frigd egg and two sausages 
which dog your todtsteps. A blast of 
pepper willhold them up but there 
are onhy five blasts per life. The chef 
can move up and down the plattorms 
using the ladders, but 50 can the 
pursuers. Each screen provides you 
with more egos and sausages to 
chase. Three lives with points scored 
by releasing segmenis ofthe 
ingredients or squashing egos and 
sausages between the Do burger 
bits. Addictive. Joystick: AGF or 
Protek and Kempston, 
Recommended. 


BONKERS 

| Producer: Procom, 16H 25.50 (7) 
Author; David James 

A bunch of five earthlings are 
trapped on a space station by loads 
of aliens. You must get them safely 
down through the floors to five 
airlocks atihe bottom. At first you 
have only one monster to contend 
with, but às you go along, mora and 
more appear, Each floor has a 
moving IM through which you 
descend, The animation and detail 
are very 00d and fhe game gets 
extremely difficult, Our reviewers 
thought this was a winner. Cursor 
keys or ES DX (whichisa silly 
arrangement). Joystick: Kempston, 
o Fuller, AGF & Protek. 5 lives, well 
over 1Uscreens, quod sound. 
CRASH rating: 78% M/C. 
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maze, láying mines. The amok ful 
robots materialise in the four 
corais, becoming more numerous 
the longer you take to accomplish 
your mission—they must bé avoided 
atall costs ol course. Four power 
supply drains rapidly, but there are 
power mites also materialisirg 
which replenish your supply | they 
are run quer. The objsctis tólay 
mines in every corndor and entice 
the king robot out of the central 
control room so you can getin. An 
additional problem is thatsome 
corridors are equipped with sliding 
doors which keep shutting. The - 
game has attractive graphics and 
manages to be surprisingly addictive 
in play. It's given an old formata new 
tease of lite. Good control keys, 
joystick: Kemston, above average, 
pverall CRASH rating 70% mic. 


BUGABÕO [THE FLEA] 

Producer: Quicksilva, 484 E6.9511) 
Author: Indescomp 

One ot ilha most colourtul and 
maddeningly addictive games of the 
pre-Christmas period, Bugaboo 
boóasts feature film titles and'an 
engaging hero in the flea, Bugaboo 
has falleninto a deep gorge and 
must hop his way out, by loapin 
from ledge to ledge. The strength ol 
leap is determined by releasing the 
khéy when [ha bar indicator atthe 
bottóm-of the screen reaçches the 
desired level, às it moves extremely 
tast, this is nótan easy task, The 
gorge is swamped with vegetlation 
which gets In lhe way, and there's an 
appelling yellow dragon which pops 
upandeais Bugaboo, 2 keys control 
left/right heps and the cursors scroll 
the screen. Excellent, colourtul 
graphics with very smooth 
movement, good sound and highly 
recommended. No joystick option. 
CRASH rating adoictive qualties 
80%, overall 91% M/C. 


CRUCKIE EGG 

Producer: A+E, 48K £7.D0 (2) 
Author: N Alderton 

Some games seem on the surface to 
be no diflerent to other games of the 
same type, and vel manage in some 
hard to define way to be great. 
Chuckie Egg |s one. In most 
respects, very similar tó 'Donkay 
Kong, youmust guide your éga 
collector over many variad levels of 
plattorm, taking the eggs and 
avoiding the vengeful hens. Ladders 
conneci the various levels and there 
are also ltts to negotiate. An 
element of strategy creeps inas you 
progress through lha screens as 
vou find the best way round the 
screen to get aí lhe eggs, often in 
very awkward places. The graphics 
are very good, smooth and 
responsive—some of the beast 
jumping in any game. lt gets to be 
addictive and trustrating. Excellent 
user-detinable keys, works with 
most joysticks, good sound and 
progressive skill levels. The only 


| drawback |s the rather high price, 
| but this game shouldr'tdisappoiínt. 


Features speech withthe Fuller Box 
and games tor between 1 and 4 
players. Overall CRASH rating 80% 


mic, 


DIGGER DAN 


| Producer: Ocean, 15K £5.90 
| Digger Dan is armed only wilha 
' gpade, He must dig holes in the four 


tavels ofplatiorms, using the ladders 
to get up and down. Four monsters 
chase him around, hopefully 
upending in the holes, which he 
promptly fills in to kill them. There 
are safe spots at the end of each 
platform but he can't linger because 
the ckygen's running out. Anoxygen 
bottle appears from time io time but 
getting atitcan be difficult, lí tre 
screen is cleared it returns with fresh 
and slightly more clever beasts. Only 
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| one screen and speed, but the 
graphics are smooth and nicely 
animated. Dan can jump down 
ihroóugh the holes tõo, useful ina 
tighi spot. The control key positions 
are sensible, but with six ol them, a 
bitofa handful. Reasonable value 
for money. 


| GODZILLA & THE MARTIANS 
Producer: Temptation, TBK E5.95 
Author: Neil Strester 

Despite the title this is a Kong game 
= the only one in 16K for tha 
Spectrum, but sadly it shows. The 
animation is very poor and 
limited.the-characters are small and 
the movemnt is jerky and ill-defined. 
There is à falling oxygen levelfor a 
time limil, but ltappears to reach 
zaro and stay there without ending 
the game. Control kays are badly 
Daced with 1/zero for jump 
leftirght, 5/8 walk lettrightand 7 tor 
up: Another irritation is that there is 
only one life and one skill tevel, 
Joystick: none. CRASH rating: 35% 


GOTCHA! 

Producer: Blaby, 4BK £5.50 (1) 
You're Ernie, en old lag just broken 

| outol prison. In the first scraen you 

| mustescape from lhe prison 
compound, avoiding the quardsand 
their torches, get through tha 
opening and closing gates andinto a 
life of Grimê in the second screen, 
Thisis a nighimare of platforms, 
ltered with Hitachi stereos and 
other valuable goodies to be 
collected, but the sersen is dissected 
vertically by E gates which ride up 
and down lhe screen, all out of time 
with nach other. Once committed, 
Ermie cannot stop until ha gets to the 
other side and climbs upa level. 
There's also à mean copperonthe 
loose who, ifhecatches Ernie, sends 
him to the bottom of the screen after 
beating him up! Timing is the 
assence in this very difficultand 


| PS 
ot Sp pe ço quê 
Guina SE eaniDd cio Emo a q 
E DA dono o co annê 
pin qo ss cl 
cobre. Loto E ret Gui 
o semanas 














altractive looking game. Notone for 
beginners! Sensible control keys, 
joystick: Rempston, reasonably 
smooth compiled machine code. 
CRASH rating: overall 77% 
recommended, 


HOME RUNNER 

Producer: Britannia, 4BK £5.95 

This isa lively game with attractivo 
graphics and is really a variation ón 
the Jumping Jack theme. Here lhe 
plattorms are more sold looking and 
the holes open and close al random. 
Unlike Jumping Jack you can usa 
thá hold Key to make your man hover 
over the holes, The various monsters 
jump down through the holes which 
makes timing an importaot feature ol 
the game. On lavel three the Green 
Grinner appeárs, bouncing up and 
down, happily obliviõus of the 
platforms or holes. Britannia ig a 
relatively new company, s0 it's nice 
to be able to say that both their 
games (Stopming Stan ln this , 
secton is the other) are very 
playable and good value. 


JUMPING JACK 
Producer: Imagina, 16K £5.50 


Author: Albert Bal! 


&t first sight the extremely simple 
graphics might be a disappoiniment 
but this is a classic game, Jack's 
stick figura is beautifully animated. 
The platforms are merely thin black 
lines. Attirst there are only two 
holes, one moving down level by 
level, and one moving up similarly. 
Each successful jump éreates 
another hole, 50 it gets frustratingly 
difficult to progress. Should Jack Tall 
down-a hote he ligas stunned, ifhe 
falls through two he's out for even 
longer. H'he falis all the way to the 
bottom he loses a lie. Getting nighi 
to the top results in a line froma 
poem — you have to collect the rest 
of the lines, but the poem Isn't the 
real raward in this game — it's 
playing the game. Subsequent levels 


add more monsters which must be 
avorded by using the wrap around 
screen. By the time yoyre dealing 
with iwmenty holes and six monsters 
its a nuthouse. Quite simply one of 
the mostaddictve games around 
and excellent value for money. 
doystick: Fuller, Kempston. 


KILLER KNIGHT 


| Producer: Phipps Associates, 4BK 


E5.95 [2) 

This, despite its name, isa Kong 
game. Only here itis an evil black 
Enight who has kidnapped your 
girifrigrd. In all respects It plays like 
à 'Kong' game with barreis to jump, 
holes to jump, ladders to climb and 
s0 00, There is an umbrélia to be 
used once per life or screen to help 
brake a fall through a hole. The 
jumping action |s highly finicky and 
difficult to time and unfalr where 
there are three barreis in a row to be 
jumped. Graphiês are small 
although bright and clean looking, 
but not much use of colour. An 
above avorage, difficult game, but in 
tha end not very playable for long. 3 
screens, 4 lives, 1 skill lavel, Overall 
CRASH rating G4% mc. 


KILLER KONG 

Producer: Blaby, 4BK £5.50 

This is a very fine version with 
excellentgraphics and plenty of 
screen variation. The detail is first 
class às well with neat animation. 
Mario's girlfriend shouting tor help 
but rewarding the succestul climb 
with big Kisses. Features lifia, 
trampolines, long narrow passages 



















raquiring expert timing to get 
through, a fairty butch looking Kong 
and probably the best sound on any 
program available. Joystick: 
Kempston or AGF & Protek. 
Recommended, 


KONG 

Progucar: Ocean, 4BK £5.90 
duthor: Paul Owens 

Ocean's kong isa plaasing version 
ido, wilh chunky graphics starting 
wih Kong stomping up tha screen 
and thumping the girders into 
position. The animation is good with 
fast and positive movement. Here, 
lhe objects tend to come tumbling 
down the laddgrs, whereas in the 
Blaby version the platforms are more 
broken up and barreis etc drop off 
the ends of the platiorms. So It's a 
ltte untatr to make lining up the 
man on the ladders such a critical 
busingss. Features & hammer which 
can knock out a fewbarrels. 
Keyboard positions ara okay, 
Joystick: Kempston. Generally g00od 
values, but did we detect a tendençy 
for the barreis to anticipatée death? 
Five straons, 














Similar in appearance. 1 


CREEPIE-CRAWLIES 


There are two types of game which 
come under this heading. both very 
ai gi Agi 
gort where you are pited against a 
centipede creature which descends 


“Trom the ay lhe screen by moving 


left and right, line by line through à 
forest ol mushrooms — the other |s the 
gorl where you are the contipede 
creature, travelling through a lenced 
garden, eating snalls and whatnol 
else, whlist avolding flowers, fences 
ate. Both types tend to be very lastand 
scores are improved with a ag 
Most versions are very similar - 30 
it's a quesilon o! personal choice ... 


BO7Y BOA 

Producer: CDS, 16K £5.95 
Author; 

Guide Bozy round the garden, 


| eating snails, beetles and ladybirda, 
| atthesame time avoiding lhe fence, 


lowers and your own lengthening 


| body. Each time you-eata beetle 
| another segment is added to you 


and another flower appears. Eat all 
ten beetles and you enter another 
garden with a higher fence ata 
higher speed. Five laveis, the fastas! 
being quite demented. Automatic 
joystick selection ifconnecied — 
Kempston. À nice touch is the tune, 
In ân English Country Garden.'set 
0H by bright and reasonably smooth 
graphics. Probably a limited appeal 
overall. 


CATERPILLA 
Producer: Ocean, 16K £5.80 


| Like Quicksilva, Ucean are moving 
“onto better games than the basic 


arcade copies, however, their 
standard Creepie has all the usual 
features and plays pertectly well. 


CATERPILLAR 

Producer: COS, T6K £5.95 
CDS have produced a pretty classic 
verston.of the centipede game, with 
a fast moving caterpillar which 
reverses direcihton on contact with 
screen edge Or mushroom, an 
irrtating spider, an innovative 
mushroom-laving fiea, and a 
polsonous scorpion which turns 
mushrooms red. the caterpiliar hits 
a red fungus. à segmentdraps off 
like a bomb. The man can move 
leftiright and up/down (within four 
lings). Cursor key5-50 Protek, AGF 
joystick can be used. Lack of skill 
levels results in à limited playing 
appeal. Average value. Machine 
Code, 


CENTIPEDE 
Producer; DJ Tronics, 16K £4.95 


| Thisis another pretty standard 


version, complete with spider, but 


| forits price its probably better value 
| than Caterpillar. 


CENTROPODS 

Producer: Aabbit, 16K £5.99 
Muthor: dE Cain 

With lts simple but charming 
graphics and machine code spead, 
Rabbit's Centropodsis probably the 
bestof the lot. There's a spider a 
ea anda bottom line snail to avoid. 


| MEGAPEDE 

Producer: Soltek, 16K €5.95 
Author: Andrew Beols 

Softek's version of tha noblae creepy- 
crawlia game is justábout às good 
as any. Here the scorpion tends to 
dropfleas rather as though they 
were bombs which makes an 
imeresting variation. Machine Code, 
nice graphics, nine skill levels 
Good. 


MILLIMON 

| Producer: Artic, 16H £4.55 

Author: OD Campbell & G Porter 
Millinon is. 4 'Centipede' game with 
tha usual features, à descending 
cêntipede, darting spider and snails 
(anails?). Artic have chosen to place 
tha status report down the leftof the 
screen rather than at the top or 
bottom, which makes the playing 
area unusually square, The graphics 
are average, notatall smooth and 
the game is slow and pretiy easy to 
play on the lower levels. 6/7/8/9 and 
zero make for poor control keys. 3 
skill levels, 3 lives, 1 or 2 player 
games, Nó joystick option. There are 
better versions available, Overall 
CRASH rating 55% MC 


SLIPPERY SID 

Producer: Silversoft, TEK £5.95 
Author: à Godwin 

SHppery Stdisa large snake in a 
garden whose task in life is to eat 
frogs. Every timehe does so a 

| poisonous load appears whichhe 
can'taat until having Consumed a 
magic mushroom. Dealh occurs 
instanthy If he touches the brick walls 
or himself, Silversoft have given 
encugh elements to this fast game to 
| make it quite addictive, The 
keyboard positions, however, are à 
bitdaft, but you can use a Kempston 
joystick. Five skill levels with an 
axtra lite for getting to the fourth 
garden. Sound could have been 
better, otherwise good value for 
money, 


SNAKE 

Producer: Artic, T6M £4.95 

Author: P Baker 

Snake is, of course, Gnake, where 
youguide your pet reptile round the 
screen eating the files and avoiding 
the walls, poisonous mushrooms, 
and his own tail. Every time he eaís a 
flyhis tal grows longer. The 
graphics are very lighimetgl with all 
the drawbakos o! BASIC. The sound 
5 Continuous although 
unimaginative, but the game does 
have a nice 'atiract mode. Tha 
control keys are another drawback 
— 6/7/8/0, Awkward to use. They 
seem às though intended tor usa 
with Sinclair Interface 2, butitso, it 
doesn't say so. May please younger 
kids bul there are much bettar 
versions availabis. Qvera!l CRASH 
rating 45%. 


SPELTICEDE 

Producer: REAR, 16K £5.50 

A diet ofscorpions, fleas, spiders 
and worms in addition to the 
ubiquitous centipede, Three skill 
lévels and hiscóre. 4 well rounded 
version. 


SPECTRAPEDE 

Producer: Protok, 4BK £5.05 

Now everyone has had their fill of 
basic arcade copies, many 
companies are getting down Lo 
producing better games and Protek 

| have become noted for their 
simulation games like Airiimer, which 
Isuspect makes them far happier. 
Theircrespie version is pretty 
respectabla, however, All the usual 
features like scorpions, worms, fleas 
and the inevitable multi-lagged 
monster nself, Three skill levels and 
hi-score. Can, of course, be played 
with a Protek joystick (and therelors 
AGF as well), 


N | 


The control keys are the most 
sensibla I've come across — O tor 
left, Ptor right and O/P together tor 
up. You sail sedately down 
automatically, A firas. Comtinuous 
Sound eflecis add to the thrilis. H 
voucliear the screen the wretched 
creature gets longer and faster, No 
need fora joystick here, excellent 
value. 


CREEPY CRAWLER 

Producer: Mikrogen, 164 £5.95 
Author: 5 Townsend 

This isa very ordinary 'Centipede' 

| game, surprising that anyone would 
be offering something like this 
today. Apart from the creepy itseli 
(and the mushrooms of course) 
there |s only à spider and a simple 

| tlgato worry about. The colours are 
bright and the graphics smooth, 

| sound continuous and the game 
very fast to play. But poor control 
koys (3/4/8/8) and the fact thalit's 12 
| months oulofdate are against it. 
Also the inlay states that there are 
user-datinabla keys — thera arént, 

| Overall CRASH rating (forits-speed 
mostly) 58%. Joystick option: 
Mikrogen. 


CYBER RATS 
Produber: Silversol, 16K £5,95 
duthor: | Hayward 
Despita its title this isa centipede 
game. Instead of one fragmenting 
creature, youare presented with 
individual rats which work their way 
down from the top 01 the screen and 
there are even faster purple ones, 
They hide behind clumpsotgrass,. 
and once they reach the lower levels 
of the screen you are hard put to 


avoid them, Cursor keys for 
movement and limitad upward 
motion, no instruction on infay card 
for firing (it's 0), but Kempston, 
Protek or AGF joystick option. 
Because the game is simpler in 
layout than most centipede games, ll 
is aiso much faster. Qne or two 
plavers. Average value for money. 


GALACTIC WARRIDRS 
Producer: Abacus, T6M £5.95 (1) 
Author: Michael! Les 
Ditticult to decide whether this 
should be under the Galaxian 
heading or the one we've putil 
under, Dut at fhe end of the day 
Galactic Warriors is more of a 
| “Centipede' game than a 'Galaxian'. 
Your mission is to save Earth by 
manning the last missile base. An 
| alien mother ahip (can be shot if 
you're quick) spews outa row o! 
smaller attack craft which then 
descend the screen in zig zag lines 
justlike a centipede. Abcutkyõur 
head the sky islittered mith small 
asteroids, When the train ofalien 
cratthit one, they reverse direction, 
and the line is split into segments 
whenver you hit one of their number. 
The asteroids can be blastad out of 
the way by your laser — magenta 
ones take 2 shots, red ones only one. 
When hit, alien craft turn into 
magneta debris. As they traverse left 
and right, the aliens drop bombs on 
ou ira continuous shower. Apart 
from dodging them, there isa forcê 
field which is efectiva against 
contact with aliens and missiles, but 
blows you up you use your laser. 
Excellent 'atiract mode', good 
keyboard positons, joystick: nonê. 
Overall CRASH rating 67% MC. 


GRIDRUNNER 
Producor: Quicsilva, 16H £6.95/1) 
Author: deif Minter 'Salamander 
Thsisnota TRONSvie grid game as 
| the title suggests but actually a 
| *Cemipede' with 'Grid' pretensions. 
Lookinga bit like a series of blips on 
an oscilloscopa the blue centipade 
dashes lefi and right down the 
screen following the red grid. Tothe 
left otthe-grid an alien ship fires 
“objects into the grid whichimpede 
the centipede, causing it to reverse 
| direction, Atthe base of the grid, 
another alien cratt moves from left to 
right firing a laser blast upwards, 
causing the creature tô spiit into the 
traditional segments ifhit. You're 
just inside the grid, able to move” 
along the base and upwards tor a 
tew lines. Your laser too destroys 
segments ofihe centipede, bul 
watch our for the laser craft and the 
side ship, and avoid contact with the 
centipade, Us designed to be fast 
and addictive, but none of our 
revigwers found it very inspiring.|/P 
lettiright and zero to fire. Joystick: 
AGF or Protek. Small graphics, 
average sound and an overall 
CRASH rating of only 47% M/E 


















































































































































































































FROGGERS 


Having become fed up with decimating 


aliens, the arcade copiers turned to 
| more domestic chores like squashing 
frogs under lorries. The game 


| requires you to hop a frog across a | 


| bugy pad avolding certain death 

under tha wheels. Siton a river bank 
avolding the odd snake or two and take 
à chance of crossing the river on the 
back of turtles and logs, then leap to 
the safety of a rog home. No one's ever 
explained why frogs should drown In 
the river = still... On the whole the 
game provides more interest, better 
graphics and a mora addletlvity. than 
most arcade coples. Joysticks are 
mora than useiul, As wilh pacman 
games and centipade games there Is 
usually very littla between any 
version. 


FROGRER 

Producer: ASF, dBK £5.75 

This company always produce 
charming graphics and their Frogger 
 isno exception, 85 48K would à 
suggest, Ali the standard features. 


FROGGER 

Producer; Rabbit, 16K E5.09 

| Rabbit provide a four lane Riga 
| tocross,a barrier anda river fullof 
| logs and crocodiles. Here you ma 
use the Grocs for jumping on, but if 
you land too near the mouth you will 
tose a life. Three lives, but you must 
get five frogs salely across before 
moving to the next soreen for faster 
traflic and more crocs, Cursor keys 
and user-defined, 50 you can get 
praciicaliy any joystick to work. 
Good value. 


FAROGRUN 

Producer: Anirog, 16M E4.95 
Machine code and atiractive 
graphics and good sound, Features 
snakes on the bank. logs, turtles, 
crocodiles and lady frogs to rescue 
for extra points, ALils price, pretty 
good value, 


FRDGAY 

Producer: DuJL, TOR £5.95 

A highly rated version with very busy 
jane highway, turtlês thát sink 
under your weight, crocodies in lhe 
frog homes and five lives. There's a 
time limit tão which can be very 
cruel. For exra points there's a 
stranded frogling to rascue, Four 
Skill levels and seven speeds. 
Joystick: Kempston, or AGF and 
Protek on tha cursor keys, 
Recommended. 


JOGGER 

| Producer: Severn, 48H, Éd.95 
Unfortunatery, none Of our revigwers 
have se6n this game yet, 80 we'll try 
and-catch up with the jóggers 
another time, 


LEAPFROG 

Producer: CDS, 16K £5.95 

This isa standard version which 
offers the usual hazards butadds a 
snake on the bank if you linger ico 
long, and dragonfiies in the frog 
homes for extrá points. Attractive 
graphics butif's a bore waiting for 
that damned lune between each 
game, Useas Cursor keys, so Protek 
and AGF joystick interfaces may De 
used, 


ROAD FROG 

Producer: Ocean, T6K £5.00 

Ocean's version doesn't have turiles 
(probabty went on strike) but some 
of the logs sink, and there are snakes 
on the bank. Six frogs to get sately 
home tora second screen and the 
traic moving-faster. Uniike some 
versions you can onty go forward. 

No joystick option. 





ROAD TOAD 

Producer: DK Tronies, 16X Ed. 95 
Marketed by DK and made by Elfin, 
Road Tocad isa frogger byany other 
name. The graphics are okay but the 
hazards aren't that keen, and the 
sound is poor. There are better and 
more addictive versions available, 


YOMP 

Producer: Virgin Gâmas, TOM E5.05 
Author; Terry Murray/Roy Pool 
Inthe main, Virgir's firstbatch of 
games were pretty poor and madly 
overpriced [£7.95). Now they've 
brought tha price down, bul frankly 
this stillisn'tgodd valve. You ara 
supposed to yomp' your Paras Over 
the highway and then get them 
through a minefieid, There's no 
disquising the fact that this is a 
frogger game with “mined-oul' 
pretengions. The basic program 
mákes controlling movement very 
difficult and the way the traftic 
moves alông the highway makes it 
almost unplayable. Only ore 
moment in tha repeating cycle can 
get your men through safely. In the 
minefigld movement sensots mean 
sudden death through mistakes, but 
Iwonder how many people will even 
bother getting there? Four skill 
levels, no joystick option, 


GRID RUNNERS 





Ever since the Movie TRON, grid 


games have been popular, almost a 

cult becausa lhey exemplify the 

computer game - simplicity, high 

speed, action on a striet grid as 
flned by the computar. 


BLIND ALLEY 

Producer: Sunshina Books, 16K 
£4.95 

Author: Simon Lane 

Blind Alley is what passed for sport 
in the year 3017, you are told on the 
intay, In fact the game looks 
confusing atfirst, but thal's because 
[ig fastand there's no time to think. 
This really isa game where lhosa 
with quick and sure instincts win, 
You mustsiger your ship róund the 
grid in such a way that you block off 
other ships, forsing them into a blind 
alley where they are forced against 
your trail, their own tralls, or tha 
edge o! the sóreen, Ol course it 
usually happens the other way 
round... You startolf against two 
ships, then four, then Band 80 on. 
gets very hard! Workd with 
Kempston joystick. Avoid hitting 
reverse of the direction In which 
you're travelling — it's instant death. 
Recommended. 


CRUÍSING OM BROADWAY 


sauna Sunshina Books, 18K 


EM 
Author: Jeff Naylor 


The graphics dont portray the 
tamous streeis around Times Square 
in New York as the titla suggasts, 
they could be any stróets that the 
grid represents, You're in your car 
when a cop pulls in bahind, you 
dacide tó make a getaway. If ha 


| galches you lhen the gamestaris 


from scratch. You score points by 


| Ahedength of line travellad before 


capture. Your only weapon is the 
iacility to create a tamporary block 
in the road and hold up the cop. 
Clear the frame and more chasera 
joinin or you geta more complex 
grid to iraverse. A simple, effective 
and highiy addictive no win sa me. 
Joystick: Kempston (and Softtlink |). 


GRIDRUN 

Producer: Arcade, 48K E5.50 

Robot security picks up your trail 
just when you thought you had given 
them the slip (trust robots to be 
Bloody minded). Now they'rá 
catehing up with you — and no one's 
ever survived the grid before. 
Actually the grid resembles a pac 





man type maze in this fast game. 

You drive around the rectangular, 
concentrig rings, switching lanes at 
the compass point junctions. Driving 
inthe opposite direction ts lhe robot 
security car. Never the iwain should 
mest! You need good reactions, but 
Hmighthave been à more skillul 
game if there wéra more crossover 
points. No joystick option. 


GRIDRUNNER 

Producer: Quicksilva, 16K £6.95(1) 
More of an electronic grid meets 
contipede than a true grid game. See 
main review section. 


LIGHT CYCLE 

Producer: PSS, 16K £5.95 

Light fã 5 similar in concept to 
Blind Alley where you tightit outon 
the grid with an opponent, In this 


| case only Iwo traiis however, either 


Against the Computer ora second 
player. The graphics are simpler but 
more effective, representing the 
laser light trails left behind your 
craft. Sevan speed levels, no joystick 


| option. & very fast game to play for 


hours. 


SUPERSNAILS 

Producer: Games Machine, 16K 
£5.05 (2) 

Author: David Hay 

Theresa crazy story about a Doctor 
Winkelholf who is keeping giant 
supersnáils in his lab, which wantto 
get out, and they leave superglue 
trails behind them, but what we have 
here isa TRON-style grid gamo. 
Therefore the graphics are 
extramely simple, although 
extremely fast. The idea is to trap 
vour opponent against the wall, his 
trallor your trall. 1 you succesd a 
door Intha wall opens up and lets 
vou escape. The two features in this 
game which make iLa worthwhila 
addition to the grid collection (of 





whatare now rather old games in 
themselves) is that itállows tha use 
of & directions instead of the usual à, 
which opens the potential of the 
game up enormoóus!y, and the game 
allows 1 or 2 players to play against 
the computer as well as against each 
other. Sensible control keys, 
loystick: Kempston, 9 speeds, 


addietive. Overall CRASH rating 63% | 


mic, 


TRANSVERSION Procucer: Ocean, 
TOR L5 00 (7) 
Aulhor: E Urquhart & N Pierpoint 
Undoubtediy Ocean's best and most 
addictive game to date. licombines 
simplicily ol idea with speed and 
killer frustration. You are captain of 
the Elimax, Your task: to clear the 
galactic grid of alien spawn. There's 
no shooting since tha Elimax simply 
destroys the spawn by moving over 
it. But there are 4 alien ships situated 
on each adga of the grid firing at 
you. Each one, operating and firing 
ndependently, moves along its 
edge, homing in on you, and aims lis 
missiles along a line of tha grid. You 
can be facing upto four missiles at 
one time and it's death to remain 
stationary, or operate on a single 
line, for more than a second. With 
Bach screen cleared you are faced 
with a different and more difficult 
arrangement oi spawn to clear. 
There isalso a 'between frame 
screen" ofspiral shaped spawn for 
bonus points. Onty. one lite so 
frustration levels can be dangerous. 
Excellent packaging, well used 
sound, very smooth graphics and 
good control keys. Joystick: 
Kempston, AGF and Protek. CRASH 
rating: Highly recommended, overall 
B3% MC. 


PAINTERS | 


Another of the earlier arcade type 
pao which proved popular was 
Painter, and the idea has spawnsd 
many versions, several ol which are 
avaliable for the Spectrum. The 
principle behind a painter game is to 
make your characiar traverse a maze 
or grid, colouring the structure as he 
pera Inevitably there is some nasty 
niuenco at work which tries to 
prevent this harmiess activity ... 


COLOUR CLASH 

Producer: Aomik, T6K £7.59 

Author: | Morrison/D Anderson 
Colour clash contains four phases in 
a paint-the-squares game which 
demands strategy as well as skill, In 
phase one vou fill the numerqus 
squares by painting” round them, 
and if you succeed, you have a 
chance to eat the pursuing paint 

pois pacman style. Phase two is a 
bonus points section whera you 
must press the fire button at the right 
moment to guide it to the Hashing 
arrow. Stage three is the same as 
stage one only you areforced to 
paint each square one ala time 
rather than dodging along any line. 
Tha tourth and most demanding, has 
you attempting to surround the paint 


| pots, Three keyboard layouts, 


toystick: Kempston or Sinclair, 
Three skill levels, excellent graphics 
and good valve for money. 


HIGH RISE HARRY 

Producer: Blaby, 48K £5,50 

One of the most origlinal painter 
games. Harry must rustprooÍ loads 
and loads of girders but he's being 
chased by the rustbugs. As in a 
Kong-type game. Harry's only way 


of avoiding the bugs is to jump over 
them, buthe must paint every inch of 
the border betore he can paimt 
another on the same screen, Mean! 
Three screens including slides and 
fts. Uses cursor Keys, joystick: 
Kempeton, AGF or Protek. Highly 
addictive and good value. 


DH MUMMY 
Producer: Gem Software, 16K E4.95 
Quaréincharge ofa party of 
archaeçiogists exploring Egyptian 
tombs, Each tomb has 5 levels, and 
on each you will find treasura 
houses, & scroll a key, a mummy ol 
the royal family, and two quardians. 
Ás 5000 às you enter a tomb, one of 
the guardians will be awakened and 
start chasing you. The other remains 
dormanit unless you are unlucky 
enough to uncover it, Fou may only 
cxita tomb once the key has been 
uncovered, and you can kill offa 
quardian only after the scroll has 
baen found. This may not sound like 
a 'paintar but in realtiy it is, The 
tomb is divided into squares with 
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pathways between them. às you zip 
atong a lrail of dóts shows your 
róute and when all four sides ot a 
square have been uncovered the 
Contents of the square are revealed, 
liseemas quite easy aí first butat 
higher speeds and skIll levels it 
becomes mora addietive as tha 
guardians become mare intelligent. 
Excellent user-defined keys, 
joystick: AGF or Protek via cursors, 
good colóur and graphics, 15 
skill/speed levels, overall CRASH 
rating 65% — more tun than 
addictive perhaps, MC. 


PAINTER 

Producer: AGF, 48K £5.75 

A classic version, simple, beautiful 
graphics, good sound and utterty 
addictiva. You must aerosol! the 
spaces between lhe paint pots and 
dafty paint rollers chase you round, 
chuckhing gleefully when they catch 
you and roll you flat, You start off 
against one roller, then two, three 
and so ón. While ll's not difficult to 
begin with, it gets pretty fast when 
there are several rollers up against 
you, Good keyboard positions, no 
joystick option. 


POTTY PAINTER 

Producer: Rabbil, 48K E5.90 (2) 
Author: d E Cain 

This isa pretty classic version ol 
Armidar — a paint the squares 
game. The screen is divided into 24 
rectangles of 3 diferentareas, each 
accorded ascore of 100, 300 or 500 
points. You must walk your monkey 
around the perimeter of the squares 
(a grid'of dotted lines) until each 
square has been compléted (lhe 
walked lineês become solid). Às each 


tá 













square is completed it is filed in with 
colour and you get the points. There 
is a bonus second screen — guide a 
lbddy down various poles to land on 
a banana, then the third screen is 
similar to the first except you area 
paint roller and there is a time limit 
which is eating the squares' points 
away. Of course all this is done to 
the tune of thudding chasets' 
tootfalls, who are oul to get you. t's 
a fair copy with reasonabie graphics, 
although the game type doesn't lend 
self to good looking sereens really. 
Cursors or user-definabte keys, 
joystick; AGF or Protek, poor sound, 
progressive difficulty, average but 
regsonably addictive, CRASH 
overall rating 80% mic. 


TRAXX [1] 

Producer: Quicksilva, 49K £5.95(1) 
Author: det! Minter/Galamander 
Producer by Satamander for 
Quicksilva, Traxx Is basically a 
'painter gama with an ingenious 
diflerenca. You have a gridol boxes, 
30 in all, and the base o! the bottom 
centre box |s already painted purple. 
Tou re a little green cursor, and as 
you môve onto unpainted track it 
lurns purple behind you. The object 
is to paintall the track, but the 
diltgrente is thai the paint is etastio 
— wont stretch further than 3 
sides ola box, so each box must be 
completed before moving onto the 
next. There's a chaser, of course, as 
many as 9 depending on the skill 
level, and 9 playing speeds. Sensibla 
control keys, joystick: Protek or 
AGF. Mixed views with he main 
criticam peina that it was difficult to 
control in a silly rather than exciting 
way, iLbeing too easy to overshoot a 
turning. lfyoudo so the elastic paint 
zips back and you have to start 
again. Fair value for money, CRASH 


| rating 67% M/C. 





TREKKIES 


From the earlior days Star Trek has 
spawned a number of computer 
versions, all basically alike. The 
usually have several skill levels ani 
work on option menus which allow 
you to use Warp Engines, Impulse 






W/” 


Engines, Phasers, Photon Torpedoss; 
view the short or long range sean, 
alaxy map or the immediata sector. 
tatus reports show weaponry left: 
praoE. damage etc. Some give you a 
Dalila plan view, others a cockpit vigw 

with à more arcade element as you sim 
is phasers at the darting enemy. 
he enemy is usually the Klingon 
Empire, though there may be some 
Romulans around. All the games have 
star bases for docking and repair. The 
A e the skill level the more enemy 
ships and bases there are, and the less 
Federation star bases. Among the 
belter programs, ils very much a 
matter 0! personal choice. Here we list 


lhe features of each brigfly. 


STARFIRE 

Producer: Virgin, SAX £5.95 

Author: ME Davis 

Virgin always have good, clear 
Instructions, and this was one ol lhe 
better firatissus games. Features: 
Galacte war report, detailing 
mission; aliens left, starbases and 
stardates left: Computer call — main 
menu: Long range scan, well laid out 
with the eight adiacént sectors 
shown: Navigation, menu for moving 
from sector tó sector: Battlestations, 
arcade style viawscreen with Tour- 
directional movement and fire aí 
visible enemy, Docking with a 
starbase is tricky, and there are also 
time portais in space as well as 
asterotd storms to conlend with, On 
balance a reasonable game with ten 
Skill levels. 


STARSHIP ENTERPRISE 

Producer: Silversofl, 4RK [5.95 

| This comes with a g90d instruction 
manual. Two players can always 
playa star trek game, one readino, 
the other punching buttons. The 
Galaxy map shows the 64 quadrants 
(8 x 8) each quadrant is sub-divided 
into 64 sectors. Commands are: 
Navigate which provides 2 grids, one 
tor navigating within the sectors oí a 
quadrant, the olher for moving to a 
new quadrant:; Short range scan, 
shows the contents of the quadrant 
inwhich the Enterprise sits: long 
range scan shows the elght adjaçent 
quadranta: Phasors, switches you to 
ayscade style vigw séreen with four- 
directional movement and fire at the 
visible aliens: Torpedoes, allows you 
tô engage the enemy from a 
distance, avoiding their weapons: 
Damage report, speaks for itself: 
ontelds, allows you to set the level of 
defence: Computer offars you the 
main menuand also controls the 
status report, galaxy map, damage 
repairs and auto docking. The action 
“ts fast and furious H you move into a 
SeCior Or quadrant occupisd by the 
enemy, andits difficult to break into 
Your command computer ifit's 
Hghting, so have everything ready 
before engaging the enamy. Good 
value for money. Kempston joystick 

| Option for arcade sequencas. 


STAR TREK 

Producer: Nepluno, 48K £5.50 
Author: Dorak Brewster This version 
offars g00d value for money since 
the tape also contains MUNCHMAN, 
which happens to be a very good 
pac man version indeed, Neptune's 
Star Trek offers all the options as 
Hsted in the above revigw, the major 
| dierençe being thatithas batila 
plan vigws rather than arcade style 
fights with the aliens, In using the 
weaponry, You must enter the 
direction of attack (O degrees to 360 
degrees), and its strength. then sit 
back with bated breath as the phaser 
Or missile trail moves across the 
screen towards the enemy. Instant 
action is required on engaging the 
Klingon roiters as they fire the 

| Instant you are spotted. Excellent 
graphics make this an engaging 
version to play at speeds which 
certainly require more than one 
Captain Kirk per gama. 
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MISCELLANEOUS 





AR DIDDUMS 
Producer: Imagina, TEK £5.50 


| Author: O H Lawson 


Dont be looled by the titla — this is 
noógame for cissiês! When it first 
appeared it had 8!l the reviawers tigd 
incontused knots. You are a teddy 
bear, shut in the toy box with tha 
other toys for the might, but your 
baby's Crying so you must get ou! 
and go and comforthim. The only 
way out is by using all the coloured 
building bricks and assembling them 
correctly, whilstavóiding all the 


| nasty toys who wantto stop you, 


When you escape the box vou 
realise It is inside another, bigger 
box, and that one's inside another, 
and so on... What conlused 
everyone at the lime was the method 
used to assembla the bricks and 
Imagine's cassette inlay is of no 
help, nor are the game's instructions 
onscreen: this is the outline idea — 


| pickup the brick and take to top of 


sergen siightly to right of correcl 
Colour block, then dropit. The brick 
should slide into place as if by 
magic. Considering the packed 
sereen, the graphics are excellent. 
Contusion of keys, but this isn'tan 
arcade speed game. Waich out for 
clockwork soldiers, play people and 
tha aggressive train — and the 
baby's Crying — there, thera, there... 


ANGLER 

Producer: Virgin Games, dEK £5.95 
Author: Dirk Olivigr 

A quiet day on the niver fishing 
sounds like a load of fun, but this 
Game manages to be about as 
thriling as a real day on the river 


| tishing! Beneath your boai pass 18 


layers of various fish. With each 
game you're given 100 casts of the 
line to hook as many as you can. 
Some fish are fine to catch, some 
can be quite dangerous, and caughi 
crabs eat away your catth. There are 
tive levels 01 play which determine 
how close to your hook a fish must 
bato get caught, The language |s 
BASIC, só are the graphics and the 


| idea, May be okay for very young 


ehildren, but there's nothing here tor 
the serious player. Makes you 
wonder why 48H Of memory was 
ráquired. Virtually niladdictivanass 
and an overall CRASH rating of 39%, 


] 
| 
APPLE JAM 
Producer: D K Tronics, 16K £5.59/2) 
Author E Hickman | 
There sa lifttothe left, a sauna to 
the right, &n overhead jam dispenser 
and conveyor belt carrying applês in 
the middle. The idea Is to centre 
your man to catch dripping jam and 
falling apples, leaping between each 
to prevent any falling into the rat run 
below. With every mouthtul your 
man gets falter and must eventually 
be taken to the sauna to sweal off his 
fat. The more food that falls through 
to the rats, the more adventuróus 
they become, until they come up and 
iry eating your man, Getting into the 
Hit saves him, but itall becomes 
Ihoroughly silly and repetitive, 
doystick: Protek, AGF, general 
rating: poor — 47%. 


AQUAPLANE 

Producer: Quicksilva, 48K 05.95 
Author John Heollis 

Is a nice day and you lanéy a spol 
of water skiing, After à moment 

you re suddenly surroundad by 
rocks, but they're fairly easy to-get 
through. Following on though, fhe 
waters imstantly Tull of row Doals, 
and if you get through again the so- 
called G and T rich-kids arrive, 
Iintompetently Mapping their yachta 
ali ovar lhe place. Should you 
survive the hee-haws, there's the 
sharks... Skiler and boat are seen in 
profile, controls (up/down/thrust) 
move boih boat and skijer. but not 


sirtetly in relation tó each other, like 
the real thing, the skiler 
inconvententiy follows a slightly 
dierent path to the boat. This 
makes ildifticultto get both safely 
through the gaps. Vs a very 
" enfoyabie game to play, but the 
lasting appeal is slight. À ctever 
touch isthat the border colours are 
aplithorizontally to match exactly 
the colour ol sea and sky in the 
game, thus giving the Impression 
that the entiro ty. screen is in use. Try 
ittirstand buy il you lika it. 


ATIC ATAC 

Producer: Ultimate, 48K £5.50 (2) 
Ina castia o! some 200 rooms, filled 
with useful and useless objects, yOu 
must guide your Serf, Knight or 
Wizard to find the three pieces of the 
frontdoor key and escape. The 
rooms are lull of all types of 
monsters which may be despatched 
by throwing weapons at them in 

| tortunatiey unlimited quantities. The 
rooms are seen ina sortofsplayed 
perspective from above. Doors 

| Connect betwsen rooms, stairs lead 
up or down, trapdoors do even more 
unpredictable things. The 

| complexitios Of this game are likely 
to kaap you going for ages, Notonly 
must you employ adventure sesking 
skills to gel through but also arcade 
skills tô keep vour charmed life from 
being eroded away by the nasties, 
There are quite atot of keys to 
master, even il you use a Kemptson, 
Protek or AGF joystick, The 
graphics are marvellous and you 
arenta nutalready, then Atic Atac is 
likely to ba the turning point. 
General rating: excellent, overall 
CRASH rating 22%, 


BARRELDROP 

Producer: Games Machina, dBK 
£5.95 (1) 

Author: Russel! Vincent 


Siarring Gordon and Flash, 
Barreldropis à games compendium. 
Gordon suffers from blocked 
drainpipes—at loast his house does. 
He cures this afiliction by the 
curious method of rolling large 
barreis down the sloping root and 
letting them fall thróugh the blocked 
pipes, He only has five barrelsand 
Hs important they fall exactiy down 
the contre ol each pipe. If they don't 


| ha loges lhe barre! for good. 


Fortunately his faithiul dog Flash is 
on hand sometimes and if called in 
time, the dog will recover the barrel 
and return it for another go. Clearing 
ali tiva pipes successfully results in 


“Another screen which may be 


anything from a riddla to quess to an 
arcade shoot em up sequence It's 
quite an original idea, in which 
nothing is too difficult, and yet 
there's so much thatit becomes very 
difficult to get through, Playable and 
fun, 9000 value, no joyatickoptions. 
Overall CRASH rating 65% M/C. 


THE BIRDS & THE BEES 

Producer: Bug-Byte, 4BK £5.95/2) 
Author; Adrian Sherwin & Maithow 
Smith 

Boris Bee from Birkenhead has 
spotted a field full of flowers and has 


dragged his hive in there. Yourjobis 


to take him back and forth, 
collecting nectar from the flowers, 
whilst avoiding the somewhat 
annovyed birds. lt takes several trips 
because lhe more flowers Boris 
visits, the heavier he gets. The more 
neciar he collects, the more the 
birds home in on him and the slower 
he flies. Eventually centipedes and 
honey bears appear. Controlling 
Boris isn't easy, he's something of a 
sogay Hier and itiakes practice to 
get used tó him. The graphics are 
very good (Matthew Emith ol Manic 
Miner) and the game is compatible 
with tha Currah Microspeech. Good 


control keys, joystick: Kempston, 
Protek and AGF. Gets progressively 
harder, 5 lives, general rating: 
addictiva and rêcommended, 
CRASH Qverail rating 83%. 


CHOPPER RESCUE 

Producer: Blaby, 48K £5,50 
Author: & Capeweill a 

The game starts with a helicopter 
dashing in to rescus the title froma 
dreadiul spelling error, CHOPPER 
RISQUE it says, but the chopper 
comes back to insert an E and 
remove the |. As is their wont, 
scientists ara being entombed by 
radigactive waste dropped from 
overiiyving plangs. You must fescua 
them in your (nicely animated) 
helicopter by shooting away the 
waste and making tunnels indtto 
reach tham. Each one must be 
returmed to the safety of the helipad 
before getting the next. The gun 
firas in the direction of travel and 
there's not much time, li vou get hit 
Ey the falling waste you're dead, 
This is a very fastgame, almost 
impossible wiih the cursor keys, and 
difficult enough with a Kempston 
AGF or Protek joystick, Addictive 


andgood value, Recommended. 


CODKIE 

Producer: Ultimate, 16K £5.50 

Also available in ROM cartridge form 
at £14.95. Ultimate's graphics-are 
famous. In Cookie you are Charlie 
the Chet, with mixing bow! below 
and dustbins to the side. On the right 
is the pantry containing the 
ingredients which must be got into 
the bow]. Untortunately, the 
ingredients are pretty wild and 
ihey're accompanied by assoried 
objects that shouldn't be in the 
pantry and would upsei the Ministry 
of Health officlais il they knew about 
them. Using flour bombs to 








momentarily stun, vou-must knock 
the ingredients into the mixing bow, 
and the rótters Into the bin. Should 
ugetitthe wrong way round you 
Dee poinis, time energy and 
everything. Each screen provides 
dierentand more difficult 
ingradients. Another game that 
needs a joystick, Kemptston or 
Protek, Hi-score, one or two player 
games, B-diréctional movement and 
the smoothest ofgraphics around, 
Addictive and highly recommended, 


CYBERTANKS 
Producer: Star Dreams, T6K £5.50 


| A complex maze of green blocks is 
| thahome ofthe enemy cybertanks. 


Take your tank round and shoot 'em 
up. You can blast away lhe blocks to 


“ getatthem, but they are fast Three 


lives, hall of fame, joystick: 
Kempston AGF or Protek, Nice 
graphics and playable, but perhaps 
not very addictiva. 


DODGE CITY 

Producer: Phoenix, 48K E9.99 (2) 
Author: Fraser Orr 

This isa two-part game with an 
arcade cassetle and an adventure 
cassette. Only il you Complete 12 
levels of the arcade game will you 
receive tha secret code which allows 
you to run lhe adventure gama. (See 
Adventure section next month for 
the game details of the second 
cassete), You are a mail rider on the 
desert plain, galloping vour horse 
along, avoiding lhe cactus plants (a 
prickiy end) and collecting the mail 
bags which have been-so carelessiy 
lsftabout the desert. But behind you 
come baddias, shooting at your 
back. You can dodge the bullets or 
fire back. If you hita baddie, he's 
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THE FABULOUS WANDA 
AND THE SECRET OF LIFE 


for COMMODORE 64 
Airadult fantasy 
game vith Arcade Acton 


You are travelling far 
ET rom home iggking for quad 
as times around the Universe, 
when vou are intercepred 
by the evil Brutus o! the Federation 
Brutus forces you to go and seekthe Secres gt Lite, 
the Unrvarãa and Everything - known only to the 
Fabulous Wanda, 4 hostess in the Spaced-Out mn im 
Highsvilie on the planet COPUS:. Tou are meleporned 
don to Highevite hero the Customs man 
demands money tor Teleport Tax, Thert is a video 
game in qhe Terminal vath Socredits: loft. 
No you are on your un and you must decide how 
to groceed to Meghsala Manstreelto find the 
varnôus estabiishments to enter gre 


DOLES for BEC/B 

Desire with people of all ages vm mund qhes 
programme provides ana to learn and match 
Hours às well as being very ententáming. Notonhy 
have colours to be matched in sequence but co- 
ordination skris can be developed by moving the 
correct colguredOGLE to match a pattem displayed 
onthe screen. Interest and emusemen are provided 
by you as Gordon havmag to control voor pai dog 
Fhast by quadimg him to collecithe matching ÓGLE, 
carry backoarmito dep ta! the-correct posstion 
There are two levels ol play. é 

Am gasy lóvei for the younger person. 

à protessonal level for the oider person with play 
against the clock end Hall ofFamea. 

OGLE COMPETITHONS ARE FUN! EB.95 


100% Toast acion machine code. Ávoid the 
obstacias and hazards to clmb tha montam to 
resch tha Spas. Then siay tha Condor betorsar, 
carmies your bird off 


THE UNIVERSE AND EVERYTHING 


BARRELDROP! for 48% SPECTRUM 


Poot Gordon! His rainpipes are blocked again end 
the onby way to-clegr them (5 to-drop barreis down 
them, Gordon stands on the top ol bis cont with 5 
barrets. When the game stars he lirollone down 
the root. Press SPACE to dropitihrougi the roof 
accuratelyinto-the centers o! à dráainpipe and you'll 
scorethe number of points in the pipe, svbich vei 
starto Rash; and Gordon wrllget the barrelback for 
anather go: The Barrel will be lost if the dirsp is 
ingccurate, oranto a prpe alrtady filled, but - Flash 
ihe dog is on hand you know you're going to lose 
thé barrel and you-can ses Flash peeping out frám 
the bottam-night corner, press D and Flash will save 
1 Once you clean all 5 pipes. you wiltgeta bonus, 
but there sa Surprse insiose before you grs the next 
setolpipesto fil ..... E5.95 


SUPERSNAILS for 16K or 48K SPECTRUM 
neils Soecinily imported fcom West Africa are 
being &ept en Dr. Van Winklehotl's laboratory tor 
genetre esperiments., Tha Doctor has turned them 
iitó a super-breed of smail who-noa leave behind a 
trailof super glue thatwall trap anyenai touchimg nl 
Two-ol thesnails, continualiy mevmag and 
cometas by the players, escape-from their pans 
imo the laboratory, Uniortunately, onheGrie otthe 
anais can escape from here into the outside mora 
without raising the alarm Pou mus! heretore trap 
your opponent and them tryto escape through the 
small door ich will then appear 


Features: * Fast Acton - 100% Machine Code 
“Nie levels of dibhculty. 
E5.95 *““Reyboard or doystrk Control 






EGBERT 





tor COMMODORE 64 
& tast Arcade Acnon Game 
tor alithe family to play, 
WVireten in TOO Machina 
Code for super-tast action! 
Egbert works on the E 
production line at LEYSPACE Do. 
Iegas a comborabdo lite uni 
the invasor ol tha TEBBITES: ai 
tram theplanet TOR Egbersunionhas == 


been exterminated and tho Tebtutes have left therr E 


deadiy Pets running wild im thevorkplaçe, dest tha! 
wasn tengugh the evilinyadars have forced Egben 
to take care of an E: a damaging the Ega will havi 
tinta conseguençes for poor Eghert. Egher is now 
on peecemwórk - canhe garn a decent wage” Can he 
ven survive? WARNING! You may get am ulcer by 
playing this game; 

SIX LEVELS OF SKILL ANFAODF WHO CAN DO 
LEVEL & SHOULD WRITE AMD LET US KNOW! 


ARITHMETE FUR-TIME tor TES 

Elementary addition, subtraction, multiplication 
and divs exercises providng valuable practica 
and drilHor young children sho are developaro 
Ihesr basic mathematical-skilis, 

Uses colour graphics and sounds to give a good 
presentation with the sums appeadring im large 
letters on à btackbonrd 

The Computer plays back suma which the child has 
difficulty vit servira the cho the correcs 
solutions, Lses tha bavo TiSGeongahe, EL95 





Games Machina Ltd. Business & Technology Centre, 


Bessemer Drive, Stevonage, Herts. SG 1 70X 
Telephone: (0438) 31656] 
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E Ploase ad SÕp to cover post and packing. E ) 
' Lendiase a choque PO payable to GAMES MACHINE LTD. for E [WANDA TT] SENBTO ) 
: or deb my Access Barclaycard account no. EGBERTO | aa E ErDROR e GAMES MACHINE LTD,, » 
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soon backed up by another. Às each 
level progresses more baddies join 
im. Get shot, hita caclus Or miss 4 
consecutive mail bags and vou lose 
a lite. Botwben caçh level you are 


| givenclues, vital to solving the 


adventure game. We had some 
doubts about the idea of combining 
two so inter-related games, Poor 
keyborad positons, joystick: 

Aa la good colourand 
graphics, 12 skill levels essential (24 
in allj, above average. CRASH 
overall: 57%. 


DOOMBUGS 

Producer: Workforce, 16K £5.50(7) 
This is an original type of creepie 
crawiia game but itisnota 
'centipede game. There are 
basically two screens, In the firstoóur 
hero, Tatant Tula, finds himself in 
the Grubbers' Lair, There's a trap- 
door leading to the next screen 
which onty opens after repeated 
hammeringa Of Tarant Tula's head, 


| There's also a pile of honéy for the 


bugs to eai, but Tarant (to use his 
first name) must take a mouthtul of 
the honey between each attempt on 
the door. The Grubbers, little round 
things, wander about and when they 
meeta green, squirmy 
Bubbergrubber is formed. These cal 
honey too; and should two of them 


| meet a Red Backed Grubber results. 


Thasa are lhe ones that killotfold 


| Tarantif they catch him. Aim isto 


get through the trap door before any 
amount of Red Backsare bread. 
Tarant can, however, eal tha 
Grubbers and Bubbergrubbers, 
Once through and Tarantis 
presented with à simple maze 


| qQuarded by ihree Red Backs. Ii he 


Should ge! through safely he arrives 
in another lair where the bugs breed 
laster. Neat graphics and a pretty 
maddeningly addictive game to play. 
Only one life makes for terminal 
frustration on nearing a-hi-seore: 


“Continuous movement makes 


Tarant Tulaa bit difficult to contro! 
although the control keys are 
sensibly placed. No joystick option. 
Overall CRASH rating 67% M/C. 


“EXTERMINATOR 
* Producer: Silversoft, T5K E5.55 (1) 
| Author: | Morrison & D Anderson 


This is a very q00d Berserk type 
game in which you are pitted 
against seven lypes of robot with 
varving characteristics and one 


| thing in common—they're out to 
| get vou! Level promotion occurs 


automatically on reaching the 
raquirad number of points, À novel 
teature às the provision of two seis 
of control keys which allow either 
Be-diractional movement-or 
rotational movement, both with 
directional tire. Strategy demánds 
hat you shoot up lhe more 
dangerous types of robots first tó 
stay alive tor longer. Sensible 
keyboard positions, joystick: 
Kempston, AGF and Protek. Good 
value for money, overall CRASH 


| rating 83% MC, 
| GAMES DESIGNER 


Producer: Quicksilva, 4BK £1d.05 
Author: dóhn Hollis j 
Packed into a neat Betamax video 
case, Games Designer offers eight 


| arcade game variations, all of 


which may be radesigned in most 
aspects to suit the players taste. 
Less Of a game fhan a utility 
practice mode. You can change 
between arry of the games using 
the máin menu, then alter the 


design of the sprites such as aliens, 


missiles, laser bsês, ships etl., you 
can redesign the game tormat, 
foreground and background 


“colours, sound effects, patterns of 
| movement, attack waves, and you 


can ilhen save or reload your 


radesigned game. Tha graphics are 


76 


very good, especially the design of 
the editors. Games Designer is 
accompanied by an excellent 
bookiei which tells you how lhe 
program may ba used. Perhaps the 
only drawback is that the games 
already programmed are of a very 
basic typa. Does not require any 

| working knowledge o! machine 

| code, although this could-be a 
good way of learning lhe 
rudiments:; Recommended, overall 
CRASH rating 89% M/C. + 


GOLO DIGGER 

Producer: Blaby, 48K Ed.95 

H's al underground and you're 
tunnelling mines Iboking for the gold 
nuggets, Purpie gnuggets qnashers 
are hot on your tráil, however, 50 if is 
Important to dig strategically round 
the red rocks so you can dislodgs 
them to block off the tunnels or even 
drop them down and squash the 
gnashers. Nina speed levels, 
doystick AGF or Prótek, Kempston. 
Cursor keys. Notas addiciive as 
mostother Blaby games, but a gocd 
beginner's game anyway. 


GOLO MINE 

Producer: DK Tronics, 16K £4.95 
They say thisisa strategy game, but 
that's hardiv trué, You do need some 
strategy to go tor the gold in the 
quickest way, butitfs notthe main 
ingredient. Use the liftto go up or 
down Ttom the surface and then dig 
tôwards tha gold sites. Not 
everything that glitters is gold 

| though. Tunnels can collápse and 
there are underground streams. 
Energy runs out fast underground, 
especially If you are carrying gold, In 
addition, lhe lift. may collapse H you 
are carrving too much weight, 
Replenish energy by returning to the 
surface and depositing gold in the 
bank. In any event, à rather slow 
game with limited appeal, bu 
probably quod value for younger 

| children. 


GOLD RUSH 
Producar: THORN EMI, 16K 28.95 


































(1) 

Author: Martin Harris 

The gold mines 07 Oron arê 
bottomless caverns where gold 
nuggets rain down from the roof, 
The Oronian miners place girders 
across the caverns to catch the 
nuggets and direct them into 
buckets. Life would be pleasant were 
itnot for the skulis thai Hoat about 
gating Oronians and moving the 
girders argund—and of course the 
falling nuggets can be very painful to 
anunprotected Oronian head! The 
screen is splitinto thies equal 
segments, a safe home to the right to 
which an Oroniên cânnot return, a 
store tor the girders to be used on 
thelefi, and in the centro the cavern 

| itself. Directional keys move the 





| can become re: VE 
| Good keyboard positions, joystick: 


Oronian about and the firing key 
positions the girder. Nuggets may 
roll to the leftor lhe rightuhen 
hitting à girder, 50 some strategy 5 


| required to keep the structure 


working to your advantage. Points 


| are scored for à nugget hittinga 
| -girder, and more for getting one into 


a bucketa! the base of the screen. Al 
the higher skill levels Lhe skeults will 
eat the nuggets as they fall. 
Unfortunatety, there's no sound, but 
the graphics are smooth and 
colourtul, an unusualand medium 
addictive game, two keyboard 
postitons. Qverall CRASH rating 


B3% MC. 


GRAND PRIX DRIVER 

Producer; Britarinia, 48K É5.95 (1) 
Author: Chris Weber 

Alongwith Thorn EME's Road Racer 
and DK Tronics Speed Duel, a 
comtender forthe 3D Spectrum “Pole 
Pole Position' game, The eftectof 
thé road winding about and the 
moving landscape in the 
background is quite good in this. 
version, and the hollow graphics ol 
the racing cars also works quite well, 
buttha main drawback is lhal your 
car is quite hard to control. Whên 
overtaking, an indicator at the 
bottom tells vou which way lhe car 
to be overtaken will vegr, but to get 
past safety iLis essential lo come 
almostto a halt. If vou manage to 
pass the 30 cars on the irack then a 
Hittte man appears and waversa fia 
to tell you that you've won. Good, | 
overiong, explosions on crashing. 
General feeling was that lhis game 
titive quite quickly. 


Kampsaton and Sinclair (Interface 2). 
Fair to average, overall CRASH 
rating 55%. Compiled MC. 


GROUND FORCE ZERO 

Producer: Titan, 16K £9.00 
Atfirstglance itlooks like a simple 
game, but in fact'it is quite hard. 
Very similar to Romik's Spectra 
S&mash', which has more options 
than this version. Your plane keeps 
crossing the towering skyscrapers of 
New York, looking for a place to 
land, There isn'tanywhers, so with a 
genocidal brainwave you decide to 
bomb the clty flat to make à landing 
strip. With each pass over lhe city 
your plane gets lower, so Il's 
essential to knock out the biggest 
towers before thay knock you ou. 
Several skill levels with taller 
buildings. Simple 10 play with only a 
bomb control. Desprte Its simplicity, 
raasonably addictive. 


GUN LAW 

Producer: Vortex, TEM £4.95 

Inreal life the famous James Gang 
were reputed to be lousy shols, 
unable tohita man sixfeettrom 


them when all five trigd to gun him 

down. However, Vortex have put the 

whoa thing right with this program 

where, as Marshall, you can stalk 

them down the dustysirests-o! town, | 
firing atfiguros as they appearin | 
doorways and windows. Your 
reflexos must be fast as you won't | 
gata second chance trom lhes | 
baddies, Bullets are restricted, so it's | 
important not to shoot innocent 

people. Despatching a baddie earns 

you dollars. The graphics are 

generally good, although lhe 

gunsight could have been beiter. 

Reasonably interesting and 

addictivo: 


HUNCHBACK 

Produger: Ocean, 466 É5.90 (2) 
Author: Chris Urquhart 

This turns outto be a worthwnile 
Spectrum version of the arcade 
original, its main drawback, perhaps, 
being that itkeeps combining 
already used elements in geometne 
progression, which lowers its 
playing attractiveness. You're 
Quasimodo (a well known 
hunchback) and you must-crossthe 
castle ramparts to rescue the lovely 
Esmerelda from her tower prison. 
There are 15 screens in which you 
must jump the castellatións, swing 
over fire pits, jump castellations 
filled with gpear raising soldiers, 
dodge misaileés and,do all these 
things in Combination, On each 
screen there js a red knight climbing 
up the castle wall. Ithe reaches tha 
top betora you startgetting sately 
across, he sticks his sword 
somewhere unmentionabia, Rope 
swinging isa very tricky business 
with correct timing 
essential—perhaps too finicky. 


| Good control keys, joystick: 


Kempston, Protek, AGF, Sinclair 2, 
Skill levels, only 1, lives 3, quod 
valus and reasonabiy addiciive. 
Overall CRASH rating 66%. 


JAWS REVENGE 

Produçer: Workfores, BK £5.95 
Thisis'a game fórhungry people, 
You're a shark on a jaws-agape- 
teeding-lrenzy. Fish, swimmers 
(moving at Olympig speeds) and 
bóatmen all go down your lhroat, 
Some fish have a habito? turning red 
and poizonous, so don'teal those, 
andihe fishermen in their boats 
throw harpoons or drop depth 
charges to stun you. Fou can catch 
the depth charges and defuse them 
betore they reach the sea bed, And 
thesea bed itseltisn'tilatso don't 
tun into il tea sort of Penetrator 
meets Galaxianá undar water, An 
amusing game with good graphics. 
No joystick option. 








JAWZ 
| Producer: DK Tronies, 16K £4.95 
On the same theme, Jawz is the 
other way round, You must Use yOUF 
| underwater gun asma to shoot UD 
Ahemaruding sharks, whilstavoiding 
| the gunge dropping from poisonous 
telly fish on thesurface. The game 
was originally made by Elin — it's 
being marketed by DK Tronics 
probably hasn't made all that much 
difierençe because unfortunately it 
has a very limitad appeal for serious 
arcade addicis. Good tor younger 
children. 


JUNGLE FEVER 

Producer: A&F, T6K £6.90 

Get your man to jump overthe traps 
dug by Pigmies and then swing 
across a pit using a rope tied to a 
tree. Like Hunchback' there are 
several levels combining elements of 
jumping, swinging, dodging spears 
etc. Good fun to play and reasonably 
addictive but perhaps a little 
overpriced. No joystick option. 


JUNGLE TROUBLE 

Producer; Dumell, 16X £6.95 

à game with a similar theme to 
Jungia Fever. Collgci an axe and 
lmapacross stépping stones setina 
crocodile intested river, On the olher 
side you climb a ladder to getto the 
trêes, which you must chop down, 

| The trees will fall on you (il you're 
not quick to jump out of the way) 
and they blunt the axe — so back for 
another, Monkeys live in the trees 
and steal your axe but you can chop 
them with it — ifit's not already 
Blunt. H they staal it — Us back for 
another, With the forest laid waste all 
you have to do is swing across a fire 
pit using a rope, jump à chasm and 
than home for tea. A busy game with 
plenty of opportunities for failure 
and so pretty addictive, 


 KNOTINGD 

Producer: New Gengration, 48K 
£5.95 

Extremely hard to see how this 
extraordinary game works at first. ht 
could really be thought ofasa grid 
game ora bozybos game but with 
voues the snake actually in the 
screen butina 3 dimensional space. 
Contused? Well you willbe, Steer 
yourself through the white void 
avoiding your own brighily coloured 
wail and that of the chasers, twisting 
and turning to find space to move in 
before Itall gets fillad up, Uses 
Cursor keys 50 AGF or Protek 
joystick would help. Tramendous 
"valve for money, and addictive t00. 


LUNA CRABS 

Producer: Micromega, 16K £6.95 [1] 
Author: Mervyn Escourt 

You must knou the feeling—lhare 
youars ona Saturnian moon, away 
from the safety of your explorer's 
ship, taking samples Of moon rocks, 
when suddenty there are all these 
nasty red crabs surrounding vou and 
gobbing green spit all over the place. 
Fortunately, you have vour guided 
missité cannon, Descriptive 3D 
graphics are effective in this simple 

| 5hoot-back-al-em game, as you 
wihirl and turn to avoid the green quo 
and to aim aí the Hendish crabs. 

| Good animation and colourtul 
graphics, butin the end agame with 
limited playng appeal, Sensible 
control keys, no joystick option and 
ôntiy one skill level, Overall CRASH 
rating 62% M/C. 


LUNAR JETMAN 

“Producer: Ultimate, 48K £5.50/1) 
The follow-up to 'Jetpac' is, as 
expected, a fabulóus game, Ilithas a 
drawback it's thatitis too difficultto 
play, but as is usual with this sort of 
game, experis can geta long way 
and prove that you can score! After 
fading to construct his space shop in 
“Jetpac' property, Jetman has 
crashed on the moon with oniya 
Moonglider tor company, plus a 
clutch of assórted and unéxplained 





equipment, allen missile bases and 
hordes of horriblo alien creatures, 
Half the fun of the game is 
discovering what makes what ck, 
Sinçe Jetman can pick up objects 
and transport them himself, ordrop 
them on the Moonglider for 
transport. He can getinside as well, 
where he's safe from the aliens. and 
drive the Moonglider along. But it 
wonteross holes in the ground. 
These must be filled with bridging 
units carried on the side of the 
vehície, Whenever analien hits 
Jetman, it creates another crater. 
The basic aim of the game is to 
destroy the atten bases —bul this 
lask certainty must rank among the 
most heroically difficult of all time! 
Superb graphics and sound 
(improved with talking altons dl you 
have a Currah Microspeech unit 
attached), a lot of well planned keys 
which make Pd ag od options 
(Kempston, AGF, Protek) a bit 
radundant. One or two player 
games. Overall CRASH rating 

25% —highiy recommended. MC, 


MICADBOT 

Produtor: Soltek, S8K E5.95 (2) 
Author: Andrew Deals 

The scene issetinsidea robot's 


head, whose brain is being damaged | 


by bugs (Creepy ones). These 
robots, however, resemblio the 
basement of some rambling 
Victorian house with purple pipes in 
2 chambers. À scannêr keeps you 
informad of where the worst damage 
is oGCuUrring. Four microbotisarmed 
with repulsa blobs which kesp tha 
nasties atbay tora lew seconds, but 
the oniy way to kill them off (which 
must be done if the pipes are to 
remain in a sóund condition) isto 
use the Hx-a-tive blobs ingeach room 
Yellow ones kill yellow bugs (as well 
as lixing green pipes) and blue ones 
kill blue bugs (and fix purple pipes). 
The graphics are excellent and the 
game 15 fun to play. Iicould have 
done with clearer instructions on 
playing. Butin the end it fails to be 
quite as addictive as It should be, 
given all the elements in lt. Banslble 
Keys, joystick; Kempston, Sinclair 2, 
AGF, Protek. General rating: very 
good and original, Cverall CRASH 
figura 78%. , 


MINED-DUT 

Producer; Quicksilva, SBK £4.D5 
Author: jan Andrew 

Forget the intay card, which was 
probably writtan by a stonad 
Quicksilva copy writer, and play the 
game! You are presented witha 
biank liesld, dansely sown with mines 
and you must get to the olher sida 
without btowing up, Take a step ata 
time and watch the warning which 
tells you whether there isa mine in 
an adjacent square — js li left, right 
orahead? What happens when there 
are two or even three mines? The 
tension mounts and clever, logical 
thinking (5 your only safeguard, 
Level two ofters maidens in distress 
to be rescued and later levels still 
contront you with things that chase 
and make you move quickly. Nine 
levels in this most nail-blting game. 
And ithasn'tdated a bit, stillwornh 
the money if you haven't tredit. 
Recommended. 





MOLAR MAUL 
Producer: Imagine, 18K £5.50 
With a wicked glint In their teeth, 
Imagine invite you to take part in the 
tight against the DK (Tronics) 
meEndCe. Four weapons ara a 
togthbrush and sóme Imagico 
toothpaste. The screen opens 
(iterally) with a gaping mouth amd 
lively clan white teeth. Toffees and 


| other gunk appear at the centre, 


exciting the interestof the horrid DK 
bugs, and in seconds the teeth are 
beginning tô yellow, purple and 
black oulall over lhe mouth, The 
trick with this game is manceuvring 
the wretched toothbrush into exactly 
the correct position Tor the 
toathpaste to ba squeezed from lhe 
tube. An excellent game with 
wonderful graphics, but so 
depressing to watch! Em afraid it left 
an unpleasant taste in my mouth, but 
lhave to say it's g90d value, 
Joystick: Fullor. 


MRS MOPP | 
Producer: Computasolve, 48K £5.50 


Et) 

Author: Tina Bilhot 

The gama which sets out tó prove 
thatit's better to create a mess than 
have to clean itup. Mrs Mopp's 
family must be the messiest In the 
world. Thay litter cups, clothes, dust 
and just about everythng else all 
over the floor. Moppsie has five 
utensils to help her in the task, but 
onty the correct utensil will pick up 
the appropriate rubbish. There's also 
a kitchensink, washing machine and 
dustbin sha must use when the 
utensi carned becomes full. Picking 
upa utengil iz done simply by 
movina up against land it can be 
deposited by reversing the 
sequencte. Like any hard working 
housewita, Moppsie likos a tipplo 
now and then tó keep up up her 
spirits, but if you let her spirit level 


| gettoo high she becomes drunk and 


disorderty. If the work Ioad becomes 


| too much, shell give up and leave 


homa! The only extra aids are 
magical spelis, butall tão dften 
these seem to be out of stock. Well 
placed control keys, joystick: 
Kempston, Cute graphics. smooth 
movement and an original game to 
play. Reasonably addictivo, overall 
CRASH rating 69% MC. 


NAANAS 

Producer: Mikrogen, TOK E5.05 

Tha cassette inlay says 'Naanas', the 
titla screen, Nanas', obviousty a bit 
contused! Another of Mikrogen's 
new games which insists that there 
are user-definable keys when there 
arent—obviously a bit confused! 
The aim of Naanas (or whatever) is 
to dash around catching bananas 
which a monkey is throwing down. If 
they hitthe floor and you tread on 
one, you slip over and lose a life. In 
addition theré are coconuts 
dropping with paintul 


consequences. And'that's ht. 
Graphics are reasonable but pretty 
simpleand the monkey doesn't 
move at all, The Cursor control kays 
work quite well in this game, nó 
joystick option. Pretty and fun to 
play for a shortwhite. Overall 
CRASH rating 52% M/C. 


GOTSSEY | 

Producer; Pertaction, TEM £5.50/1] 
Author; T Williams 

First prize winner of the games 
section of Computech B3, Odyssey 1 
5a three-partmixture ofarcade 
games, designed to test the skilis 
and reiflexes of shoot em up freaks. 
Screen lisa Berserk' type with your 
man aí the cross roads of four rooms 
filled with fliringróbots. He can move 
in ány direction with rotational 
controls, go forward and fire up or 
down at will. Getting through this 
Screen lands you up inan Arcadia 
type situation where wrap around 
wedges of alien ships [ly overhead 
dropping missiles on vyou-as you 
shoot up at them. Mean trick here is 
that once dropped, lhe missiles wrap 
around vertically, gradually fiting 
the screen with weaponry, Screen à 
pits you against pterodactyi-like 
creatures which swoop down ina 
wholly original and alarming 
mannar, The genaral feeling of our 
revigwers was that this was a 
surprisinaly difficult and addictiva 
game to play, The graphics are fairly 
small! but the 100% machine code 
program makes everything work 
extremely well and smoothiy, No 
joystick option, overall CRASH 
rating 72%, recommendad. 


OSTRON 

Producer: Soóllek, 16K £5.95 
Formeriy named Joust, Sottek for 
Some reason, changed its name, 
There'sa lotolthe You're lhe sole 
surviving White Knight, Guardian, of 
the Lore, etc on the inlay blurb, but 
basically you're on this Ostron thing 
jelecironio ostrich) and the enemy 
are variously-Coloured buzzard 
thingies. There are several floating 
plattorms on which you can land 
before rising to the occasion by 
fapping your wings and attacking 
the enemy. When yóu meet, face to 
faca, the one's who's highest wins. 
Firstbuzzards are pretty daftand 
gasy, but later ones become fiandish 
intheir atiampts to get you. All in all 
avery enjoyable game, with good 
graphics and sound, Don't hi the 
water — you drówn, TOO percent 
machine code, joystick: Kempston, 
Good value. 
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| PARADROIDS 
Producer: Mikrogan, 48H £5.95 
Author O Himslay 

| H Paradroids scores, it's on its 

“*dilierentness'”. The idea is to move 
upand down your energy beam, 

| firing left and right at the paradroids. 
The jump ofl the various ledges all 
tha way up the sides o! the nuclear 
teactor you are defending. Should 
any successfully parachute tó tha 
bottom they reach the reactor and 
mutate into much more vicious 
droids, The graphics are quite good, 
brightiy Ccoloured, move smootnly 
and react quickly to the control keys 
(well aid out). tha resultis a 
reasonabla game, but somewhere 
the idea has laltered=jt's too easy to 
play and so becomes boring. The 

| imlaystates thatthere are user- 

| definable keys, bul there arent. 
Overall CRASH rating 54% M/C. 


PAT THE POSTMAN 

Producer: Mikrogan, 48H £5.95 (2) 

Pal must collect parcels from the 

húses, take them to the post office, 

and when he has enough, put them 

on the train. The town contains 12 
| houses,à fire-staátion and the post 
| offica. Only some houses [varias 
from game to game) have parçcels for 
collection and if Pat visits any wrong 
ones, the postoffice promptly 
catches fire. He must than dash to 
the firestation, get the fire engine 
and douse the blaze betore it all 
burns down. Two red cars travel the 
towns roads tyring to catch Pat. 
There are no instructions on game 
objectives, lhe graphics are fair bul 
could be smoother and the control 
keys are the awkward Cursors — 
joystick; Protekor AGF, notvery 
rásponsive in either case. 2 skill 
levels, d livas. CRASH overall rating 


Producer: Producer: Virgin Games, 
4BK £5.95/1) 

| Authors: Roy poolo & Terry Murray 
The writers Of “Yomp' have come up 
with another quasi-military theme 
game in two parts. First screen you 
lgap from a plane ona parachute 
and try toland on one ota stream o! 
riderloss motorbikes below. These 
have been suppliad by lho resistance 
movement Of the occupied Country 
you are spying on. 1 you succeed in 
landing on one itcuts Instantly to the 
second screen. This isa 30 viewmofa 

“Country road, heavily sowed with 
visible mines, down which you must 

uide your careering bike. AHhough 
he details and large graphics are 

quite good the game ends up being 
unplayable. You can't brakes and turn 
atthe same lime for instance. Itall 
palis very quickly and ends up being 
much stower than it Should. 
Reasonable control keys, seven skill 

- lavels, no joystick option, only a fair 
game. Overall CRASH rating 50%. 
Mixture of BASIC and M/C. 


RIVER RESCUE 

Producer: Thoen EMI 48K 26.95 (1) 
duthor: Phil &neil 

Fou'te Incontrolota river speed 
boat. The screen shows the north 


Producer: Mr Micro, 48K £5.50 
Ineffect this is another Hunchback' 
game, butithas been attractively 
drassed up in the guise of a Punch 
and Judy show, You must quide 
hero Bobby across the stage o 
rescue Judy, while Punchhuris 
custard pies at you. There ara 16 
screêns which require jumping over 
holes, swinging acrosss pils, leaping 
on magic carpets, dodging soldiers' 
Clubs and always keeping an eye 
open for those custard pies. Judy 
sometimes throws à sausage 
acrosss — if Bobby collecis three he 
canwhizz across a screen and onto 
the next without harm. The-graphics 
ara amazingly bright and coloured, 
wall animated and with lots of detail, 
Tha game also speaks (wilhouta 

* Speech unit). Sensible control keys, 
joystick: Kempston and Sinclair £. 
Highly rated despite the price, 
CRASH overall rating 88% m/€. 


QUACKERS 

Producer; Rabbit, TER £5.99 

| Quackers is designed more for 
children than shoot 'em up addicts, 

| butits cheertul graphics should 

make it popular. 'ssetina 

fairground duck shooting gallery, 

where four rows of repeated objects. 








PI-EYED | ducks, cats, rabbits, faces anda and south banks above and below, 
Producer: Automata. 4BK £8.00 (2) giant turile, move alternately in | Pb leão serolling from rightto 
Author: Andraw Stago opposite directions before your gun left. You can hold the boat's position 


to the left (safer) side, middla or 
right (dangerous) side. The object is 
to rescue explorers from the porth 
bank jattyand land them al the south 
bank jetty. As the two jettias are 
opposite, pus cant just commuta 
batween them. The boat can taka up 
to six explorers at a time before 
ianding them, butif you lose the 
| boat, you lose your explorers too. 
The river is infested with crocodiles, 
sand banks and logs, which you 
mustavoid, If you're very good, a 
rival firm overítlics the river dropping 
mines en you. More points scored 
for travelling at the nghtof the 
screen whero your roflexes have to 
be very tast. A fast addlotiva and 
original game with neat graphics, 
| Good control key positions, joystick: 
' Kempston, Sinclair, 1 or 2 player 
ames. Recommended. Overall 
CRASH rating 74% MC. 


ROAD RACER 
Producer: Thorn EMI, T6K E6.95 (1) 
Muthor: Graham Wisdom 
As its name implies, this is another 
contender tor thá Spectrum Pole 
Position”, The 3D Road/Landscape 
effect is pratty good, and unlixe 
Britannia's Grand Prix Driver, the 
graphics are solid. However the road 
in this verston does notactually 
bend as you go round cormers, 
although the background does 
move, Controls are very good; in 
addition to brake/accoslerate and 
leftiright, keys 1 and 2 setectioorhi 
gear, If you use lhe gears incorrectly 
vou will blow your engine. There are 
several other cars to overtake belore 
reaching the finishing line, Perhaps 
one problem with the otherwise 
excellent inlay card, is that they 
dontexplain howito gel going, 
whichisa lite confusing atftrst (see 
review in issue-1). Brightand large 


barrel. User-defined keys or Cursor, 
which means vou can use AGF or 
| Protek joysticks. 


The tamous Piman, Success gone to 
hiz head, has hitthe bottia and 
rambtes drunkenly down the street, 
weaving im and outofthe traffic. 
antering various buildings and 
making a nulsance of himself. H you 
“gethim into one of the many pubsha 
|“ mustdrink every pint on the bar 
without slipping up on slops and 
crisp packets or nudging the other 
drinkers. The gama manages io be 
amusing for a short while, but Piman 
is diicultto control and some pints 
seem impossible tó reach (you can 
trave a pub until they're all drunk). 
"Simple control keys, joystick: 

| Kempston, AGF, Protek. May appeal 
to some Pimaniacs but not 

| generally. CRASH ôverall rating 57% 
imostly for the humour). Reverse 
side o! tape contains hit single by 
Lurchthe office parrot! 


PSST 

Producer: Ultimate, TEK £5.50 

It sounds a bit rude butils a 
wondertul game with Ultimate 's 
usual magnificent graphics. Robbie 
tha robot must keep the swarming 
insect lite from eating his plant. To 
do this there are various spray cans 
Hining the brick walls of the garden. 
Each level adds a different insectto 
the collection and the trick is thai 
You must use the correct spray on 
the right insector it only servas to 
stun for a môment. Tha insecis also 
killoH Robbie as well as the plant, 
which shrinks away its caten for 
too long. Letting itgrow results In à 
bloom-and a new level. Amazing 
graphics, 100 percent machine code, 
E-directional movement, one or tivo 
player game, sensible control keys 
and Kempeston joystick, 
Recommended, Álso available in 
ROM cartridge form tor £ 14,95. 
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RACE FUN 

Producer: Rabbit, 4BK £5.99 

The Spectrum hardiy has the sort of 
graphics capability of the blg road 
racing games in the arcades, but as 
tar as Spectrum racers go, thisizsa 
pretty good one. An overhead viaw 
shows the track which váries from 
wide to very narrow, straight and 
curved. OM you go wilh several 
others cars. Bumping anolhercar or 
running off the road, slows YOU 
down and costs fuel heavily, The 
object is to gatas many points as 
possible before running out of 
petrol. The graphics are very good 
with the cars being quite large. Llser- 
defined control koys (accelerate, 
brake, left, right) Or Gursor so you 
can use a Protek or AGF joystick, 




























































graphics, rather poor sound, 
joystick: Kempston, Sinclair. Overall 
CRASH rating 70%—g00d M/C. 


SANTA 

Producer: Artic, 16K £5.95 
Produced for a rush Christmas 
market, this tape contains seven 
diflsreni games in a compendium. 
All the games are short and ani 
“Dna, Rudolph Goes Racing' is fair. 
Judging by the games and qames 
quality, the tape is almed al youngar 
children and grandmas and 
probably wont be in circulation tor 
very long. Querall CRASH rating 
28%. BASIC. 


SCUBA DIVE 
Producer: Durrell, 4BK £5.50 [2) 
Author: Mike Richardson 
Qne of the second issué's Games 0! 
the Month — beautiful fishy 
animation from the largest to the 
smallestcharacters. The idea is to 
dive your man overboard, take him 
to the seabed and collect pearis from 
dystera. He may have fo wait until 
they open, and he must not geí 
knocked out on the bottom or run 
into any ot the extremiy voracious 
fish. Oxygen is running out, 80 back 
to the surface to find the boat, which 
moves all over the place. When all 
the pearis have bean collected you 
must venture pasta dreaded 
tetopus and into some lower Caves 
where tha pearis from clams are 
bigger — the Clams arê móre 
dangerous lhough. À second 
octopus guards the entry to pel 
lower and vaster caves full q 
| treasuro and some oxygen botiles to 
replenish your supply. Down hera 
vou can swim for ages, looking for 
the treasure, but tha aquamarine lite 
is even more dangerous. An original 
game with excellentgraphics, the 
detail ot which is quite staggering — 
agame which makes Spectrum 
raphics something to be poud of. 
Nori addictive with 4 skill levels, 
good control keys (user-delined) 
aimosi any joystick and a hi-store 
saving routine. Highhy 
recommendad — overall CRASH 
rating 92% m/C. 


SHADOWFAX 

Producer: Postern, 16K £5.95 
Shadowfax came out with a lot of 
ballyhoo at £7.95, which was grossly 
overpricad, so its nice to see 
Postern have dropped it now. No 

one can complain about the 
graphics which are quite excellent, 
Untortumately the game has very 
littla else to ofler. You're mounted on 
vour white charger (the intay blurb 
might laad to suppõse this was some 
Hobbit-lika adventure) and riding 





Te 
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against the black horses that galiop 
on from the leftat random heights. 
Tou can fire a boliatthe 
approaching enemy but you must 
then explode the boilt at exactiy the 
right moment. And that's the game 
-— YOU Are Up against the points. 
Mind you, itis mesmerising, so you 
domake mistakes. Definitely a game 
togeta look at first — if you like the 
idea, you won't regret the graphics. 


| No joystick option, 


o ss 


SHARK ATTACK 

Producer: Romik, 16M £5.99 
Author: lan Anderson 

The theme from “Jaws works nicely 
but the rest of the continuous sound 
wii gventually drive voy mad. You 
mustsave octopusses (or octopi) 
from the sharks by meaving a 
protective net around the octopus, 
Should à shark eat the octopus 
before you screen it, then the shark 
can eat your net. Having either 
sucêeedad or failed in this task, the 
rest of the game is to fill up às much 
of lhe screen with net without 
getting eaten yourself. Three levels, 
one or two player games, Joystick: 
Kempston or Sinclair. À game with 
very limited appeal and no addictivo 
qualties, but it might wallappesl tó 
younger children, a sort of Painter 
meets Jaws. 


SIEGE 

Producer: Postern, T6K £5.99 
Author: Mike Singlaton 

Throw rocks down froma high 
castla wall onto the massed 
attackers trying to climb up, às the 
rocke fall they knock the altackers 
otH, often several ata time às one 
falling man calches another. The 
suck figure animation iscute and the 
game should appeal to younger 
children, but tis very limited as far 
às the serious addicted arcade 
player is concerned, Simple control 
keys. 


SNAKE PIT | 
Producar: Poster, 16K £5.95 
Author: Mike Singleton 

This is pacman variant, botitis too 
original to lump in with the rest.of 
the yellow gobblers, The 'maze' is a 
livo, wriggling one. Seven dilferent 
coloured snakes aro trapped in their 
nesis, surróunded by a screenful of 
greeneggs. Your job isto eat ali the 
eggs. Only the red snake can eat 
agas, so it instantly frees itself and 
bagins eating round the screen, 
ireging lheother snakes as il goes. 
When you meet a snake head on 
there is a nasty littie guiping sound 


| andthat's it until you press 8 for 


another game. Should you clear lhe 
screen you then geta chance to eat 
“the snakes (tail first) às well as the 











agas. Inever got there; this 15 very 
difficult, Thegraphics are superb, 
quite enough to turn the stomach! 
Pity the control keys are só 
awkward, and no joystick option, 
Addictive and good value. 


SPECTRA SMASH 

Producer: Aamik. 16K £6.98 
Author: John Bell 

This is similar to Titan's Ground 
Force Zero, but ralher more 
complex, in that you have limited 
height control over the pláne, and 
there are gun turrets on some 
buildings firing at you, none on the 
sasiest lavel, moré and more on the 
harder ones. Bombing the guns first 
obviously helps. Should you land 
successtully, having bombed the lot 
Hat, the angry natives reward you by 
sending out a fual tanker so you can 
taka off and do the thing aver again 
ata higher level, Of course they win 
in the end! Three lives, hi-score, 
eight laveis, joystick: Kempston, 
AtaF, Protek, Sinclair. mi. 
Hacommended. 


SPECTRON 
Producer; Virgin Games, 4BK £5.95 
7 


ET) 

Author: Mark Kirkby 
Probably virgin's best shoot em vp, 
probably their best game in fact. 
This is a no-win 'Berserk' type game 
Ihal demands tast reflaxes and a 
sxth sense to get very far. One 
revigwer was able to count as many 
as 216 enemy robots on the séreen 
at one time. Enemies include 
Smwarmers, Spesders, Launchers and 
Electrons (which leave 
indestructible electronic fences 
behind them), Yourrobot fires 
autômatically when on thê move and 
controtis A-directional. Well trought 
out, with detailed graphics, very 
g009d sound, no joystick option but 
well placed control keys. Qverall 
CRASH rating 77%. 

Recommended. M/C. 


SPEED DUEL 

Producer: D K Tronies, 48H E5.05 (2) 
Author: K Larter 

Another 'Pole Position version for 
tha Spectrum. This features solid 3D 
graphics complete with bends, 
moving horizon and the road seen in 
a reasonabla sort of perspective. 
There are five Cirtuits to race on and 
a cholce of racing against one to five 
cars. Your car has savage 


| acceleration, and becomes almost 


instantiy uncontrollable om the tight 
bends. Crashes seem to happen 
when you haven't even louched the 
edge of the road. The graphics 
(character blocks) are tairly smooth 
and the colour and detail are good: 





Sensible kays, no joystick option, 


| generally average values, overall 


CRASH rating 56% m/€. 


| BUB CHASE 


Producer: Gem, TEM £4.95 (1) 
Youare in controlota ship equipped 


| with depth charges which canbe set 


to explode at nine different depths 
depending on which numeric key 
vou selact, Beneath you, submarinas 
crosa the screen in one direction, 
occastonally firing missilos up at you 
which must be dodged, The artisto 
select the correct depth at which to 
explode the charge to kill the sub. Al 
higher skill levels the subs change 
depth randomily. On the whole & 
game more intended to appeal to 
younger children. 4 skill levels, 
reasonable-graphics, poor sound, 
simple control keys. CRASH rating 
49%-—poor for addicts, good for 


Children ME. 


TRANZ AM 

Producer: Ultimate, TOR £5.00 

Its post-holocaust America and tha 
country's a barren desert with a few 
cities here and there where you can 
get fuel. Otherwise a clutch of Mad 
Maxalikes in deadly Black Turbos 
are outto kill you whileyou hunt the 
wastes looking for eighigold cups. . 
The playing screen is only a BOM of 
the available area. Instruments on 
tha let show; time taken, milas 
traveliled, a map of the States 
showing cias and your location, 
local radar showing Cups (H any) 
and enemies, speedo, ltuel gauge, 
engine temperature and lives left, B- 
directional movêment, excellent 
graphics, highly playable. Joystick: 
Kempston. Highly recommended. 
Also available in ROM cartridge form 
tor E 14.95, 


TRIAD 

Producer: Amba, 16/48K [2) 

This tape comprises thras games of 
'Snackman, Sub Track and 
“Treasure Hunt. One side loads all 
three into 48K, the other loads 
individually into 16K. Snackmanisa 
Pacman with 10 playing speeds and 
tê diflarent mazes. Sub Track has 
you ina ship dropping depth 
charges on the many subs at 
different depths, while dodging their 
mines. In Treasure Hunt you must 
find the quicketst way round a fairly 
complex traditional maze to collect 
tregsures. Once one has been 
collected anothar appears 
somenhere else — all against the 
clock. AIlLd games are rather well 
done and the tape represents good 
value tor money although there was 
a fesling that today one might prefar 
one really original game for tha 
money than three old ones. Sensible 


| contról keys, no joystick option, 


reasonabie sound, cólgur and small 
graphics, fair to average, overall 
CRASH rating 55% m/€. 
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TURBO DRIVER 
Producer: Boss [UK], TBK £5.95 
Another for the racing car addiets. 
Turbo Driver features very large 
vehicie graphics and an attempt (not 
entirely successtul) at 3D through 
perspective. Six other cars ieap 
away from the starting line when you 
stall. You must catch them up. The 
cars and several other hazards make 
te difficult, and if you go too 
carefully you'll run outol fuel. The 
track is quite straight, and there 
aren't those wondertul explostons O! 
the original arcade version, but this 
is a popular programme and does as 
wellas the Spectrum will allow. m/€. 
Joystick: Kampston. 


30 ANT ATTACK 

Producer: Quicksilva, 48H £6.B5 (1) 
Author: Sandy White 

Some o! the best ever 3D graphics 
lór the Spectrum which work 
excellently not only on the 
numerous buildings but also on the 
sotter forms of the hero, heroine, 
and dreaded ants which swarm 
Ihrough the walled cityof Antescher. 
The object of tha game |s to jump 
over tha one spot low enough in the 
outer wall, find your giritriand (or 
boyirend—you can select which), 
and escape before the ants gel you. 
You can run and jump in four 
directions, throw grenades to kill the 
anta over varying distánces, or stun 
them by jumping vp and down on 
them. The scene can be viewed from 
any one of four angles, Itisn'teasy! 
There are 12 control keys raquired 
and ii takes a lot of time tó get used 
to them, but the graphics make It all 
worhwnile. One criticism aimed at 
the game iz thal there's more 
technical virtuosity in the program 
ihan game play and itcan become 
repetitivo afier a whila, Nevartheless, 
an amazing game. No joystick 
option really possible. Very highly 
recommended, overall CRASH 
rating 85% M/C. 
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dO TUNNEL 
Producer: New Generation, TE/4BK 


| E5.95 
| Youre rushing headiong down a 
 tunmel and diferent objects flash 


past you, which you must shoot. 


| There's bats, spiders, rats and finally 


a delightful Underground train, 
complete with twinkling headiights 


| Ard passengers inside, The latter 


must be dodged rather than shot. 
Runninginto the sides of the turne! 
cause loss of a life (five in all), and 
vou can undertake this subterranean 
madness at three speeds. In 16K it 
loads in two parts and thera is no 
Underground train. Mixed opinions, 
soma liked it, some didn't. 


JD VORTEX 

Producer:J K Groya, 16H £5.05 
This is very similar to 3D Tunnel, 
except that the tunnel (or vortexjis 
defined im multtudes of colgured 
dots rather than solid blocks, which 


“gives more of a tunnel-like feel. The 


turmel also twists and squirmes like a 
mad thing so it's quite à trick to stay 
safely in the.centre of it. On the other 
hand, tha 30 animation of the 
objects isn't quite s0 good and there 
are no skill levels which means it 
quickly loses interest, There |5a 
long but very amusing intro in the 2- 
part load. User-defined control keys, 


so itworks with almost any joystick. 


Good value but limited ptayability. 
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30 DEATHCHASE 


Producer: Micromega, 164 £6.95 [7)' 


Author: Mervyn Escourt 

Selected as Game Ot The Month in 
issue 1, this 18 justa fabulous game. 
The idea is simple; at the base of the 
sereen is the tront of your motorbike 
with wo gloved hands gripping the 


handiabars. Ahead isa flal 


landscape witha few trees and two 


| other bikers circfing around. As 


soon às you accelerate to give chase 
they ride hell tor leather. Wlhen 
you're ln range you can start firing. 
when they're both bloun away the 


| Scene changes to night time and 


rapeats, then back to day 2 and so 
on, Occasionaliy a helicopter and a 
tank cross the horizon and gain 


| more points tor you if hit. Bu whal 
| makes this game one 61 the most 


compeiling to play are the trees you 

must weava et in pursuit of the 
enemy bikers. With each screen they 
get more numerous, and the eflect 0! 


whipping through them is truly 
| álarming! Return of The Jedi has 
| nothing on this! Excellent graphics 


imarvelious explosions), superb 
sound, sensible control kays, 
joystick: Kemptson. Excellent. 
Overall CRASH rating 92% M/C. 


| 30 DESERT PATROL 


Producer: Computer Rentals, 16K 
£5.56 

This simplyisn'ta very good 
program. The 3D is primitive and the 
graphics uninteresting. You must 
take your tank in between minefialds 
to tha eventual safety ota road, 
whilstavoiding fire of enemy tanks. 
Fora startoll you cannot move and 
lira at tha same time; Ilanrenamy 
tank gets into position and fires 
everything stops and vou're dead — 
no evading: to avotd the enemy you 
merely turn until they disappear 
from the screen, if you creep round 
the edge of minefields then they 
woún't fire on youanyway. So allit 
adda upto isa dulland boring gama. 
Cursor keys and Oto fire — allows 
use of AGF or Protek joysticks. 


dO TANX 

Producer: DK Tronies, 16H £4.95 
30 here refers to the distant bridge 
where rows Of tanks pass before 
your gunsight and the realistic 
trajactory o! your shelis which must 
be aimed night to stradhe the 
thickness of the bridge. The 
graphics are very good and so is the 
sound. Skill and timing are essential 
to good scores — and staying alive, 


| because lhe tanks fire baçk. 
Nowhere near as casy as it looks, 
| andatthe price, excellent value, 


Joystick: Kempston with Softlink II. 



















NEXT MONTH 





PUSH DFF 

Producer: Software Projects, 16K 
£5.95 (1) 

Author: Andrew Giles 

There are now several Spectrum 
versions of the arcade original, 
'Pengy' available=Blaby's Dodo' 
was one of the first, Software 
Projects version is excellent. Bertha 
the ladybird isina garden being 
pursuad by four nasty insects out for 
har ichor (blood tó you). The garden 
is fullof green bricks which she-can 
burn qutof her way, or send 
shooting offin the direction in which 
she's travelling. By this method she 
can crush her enemies to death. The 
insects can also bum up the bricks 
to reach her. Four Dells ineach 
quarter of the screen, if rung by 
touching them, cause the insects to 
go into a temporary tizzy and make 
tham vulnerabla. The colours aré 
bright. graphics fast and smooth, 
good sound, rather poor control key 
layout, joystick: AGF, Protek or 
Kempston, eight skill levels. CRASH 
rating, very good to excellent, 
overall 85% M/C. 


TRAIN GAME 

Producer: Misrosphera, T6K £5.05 
(7) 

This is another game simple in 


Concept and marvellous to play. In 


fact its dangerously addictive and 


| 8hould probably be put on the 


government proscribed drugs listl A 
complex railway layout with 24 sets 
of lettared points, allows you to drive 
up to three trains around, picking up 
passengers frôm three stations. On 
the higher skill levels rungway goods 
trains also enter the system and 
must ba redirected to get ridof them. 
Passengers arrive on the platiorma 
in the colour of the train they want to 
catch, and get angry if kept warting 
too long, turning white with rage! 
Great sound, nice graphics, 
maddenty frustrating to play and 
simply wondertul! Get one today! 
Seven skill levels with various sub- 
levels; rating, very good, Overall 
CRASH rating 76% mic. 


CARDS, BOARDS & GAMBLING, SPORTS SIMULATIONS, 
SIMULATIONS, STRATEGIES, ADVENTURES, UTILITIES. 











WHEELIE 
Producer: Migrosphera, 45K £5.95 
[u) 

Overall on percentage, the highest 
rated game in issue 2, and a worthy 
ioliow up to their excellent Train 
Game. You are riding the ultimate 
motorbike in Nightmare Park, a 
place lull of lethal animais like 
nedgehogs and kangaroos all 
trainad in Karate! The park has four 
Tioors', interconnected by hilis and 
optional hills. You mustdrive along, 
collecting fusl on the way, avoid the 
animais, drive carefully over ice, leap 






buses and cars, do wheeslies over 


humps in the road and squeal toa 
halt before running to dead ends. If 


| you getto the far right of the park 


you will wake tha Ghost Rider who 


| will race you back to the start. He 


may travel slower than you, bui can 
doitina straight line, wheraas you 
must retraçe your path through ail 
the obstacles. The graphics are 
amazing, the biker 15 really well 
drawn and animated, falling o his 
machine in all sorts of diherent and 
realistic ways, depending on the 
particular accident that befalls him. 
It takes real! skill to get through. 
OQulte good control keys but they 
may be user-defined. Almost any 
joystick will work. À very diflicull 
and challanging game with 
progressively difficult skill levels. 
Rated as addictiva, generally 
excellantand very good value. 
Overall CRASH rating 83% m/C. 


WILD WEST HERO 

Producer: Timescape, 48K €5,80/1) 
Author; Silicon Kid (1?) 

Step out into the cacti-strewn desert 
and fight itoul with rampaging 
gangs o! banditos in this good 
Berserk” type game. Instead of maze 
walls there are the cacti and 
traacherous trees, which Kill on 
contact, You're armed with a 
continuous repeat firing Colt 

45— and justas well, lhe bandits are 
numerous. One of the best 'Berserk' 
games vet with large graphics, 
smooth movement, sensible control 


| keys, joystick: Kempston. Good 


sound, Increasingly difficult screens. 
Overall CRASH rating 83% M/C. 
Recommended. 


LIP ZAP 

Producer; Imagine, 484. £5.50 
Author: lan Wealherburn 

In Zip Zap you are a saverely 
damaged robot wilh à motor that 
won tturn off and only limited 
braking power, so you tend to travel 
incireles. À teleport delivers yôu 
(nice graphic) into a swirling mass of 
miseralde aliens from whose deadly 
touçh you are parily protected by a 
falling shield, The idea isto buzz 
chaotically around in contusing 
circies to collect four power units, 
When you touch one it automatically 
attaches itaelf to the teleporial: 
When all four are in position you can 
get back to the telaportal in time, By 
Imagine's standards, not their best 
game, but still better than most 
games around. Joystick: Kempston, 
AGF, Protek, Fuller. 





THE EASIEST 
WAY 
o): 
BUYING 


Subscriber No, 
if applicable 


All prices are as quoted under review Please make cheques or 
headings and include VAT, Crash Micro postal order: payable to 
Games Action make no charge for postage “CRASH MICRO". From 
and packaging. Customers in Európe Europe we can accept 
should add 50p per item for post and Sterling cheques or 
packing. Outside Európe, please write first Girocheques, 

56 that we may advice on postage rates. 


CRASHMICRO, FREEPOST (no stomp required, LUDLOW, SHROPSHIRE SY8 IBR 


ADVERTISEMENT 








Producer: Quicksilva 
Memory required: 48K 
Retail price: £6.95 

| Language: Machine code 
| Author: David Shea 


The Snowman is based on 
episodes from Raymond 
Briggs book of the same 
name — a very gentle comic 
strip story which uses ab- 












veys the story entirely in lts 
pictures. 

The game comprises four 
stages, each with its own 
screen layout. It falls into the 
category of a platform game. 
Instage one you must collect 
six pieces of snow and drop 
| them in the correct place, 
which results in the 
snowman being gradually 
built. There are gas fiames 
darting about which will melt 
the snow If you touch one 
after picking ii up and 
replace it elsewhere on the 
screen. Collecting an ice lol- 
ly garns a bonus and at the 
same time enables you to 
freeze a flame while the 
bonus is being counted up. 
Other objects award points 
— Christmas crackers, 
presents, stockings and a 
tree, | 
Stage two has you trying 
to collect the snowman's 
scarf, hat, nose, buttons, 
eyes and smi le, but there are 
| sleep monsters trying to put 













'you to sleep — an alarm 
clock will freeze one tem- 
| porarily. 


Stage three, and it's the 
snowman's tie, glasses, 
trousers, 


sleep, monsters are on the 
rampage. 
-* Instage fouryou must col- 
lect six ice cubes to stop the 
snowman from mekting, Dut 
the gas flames are back 
again. In all four stages your 
energy is depleted and must 
be replaced by eating food 
which appears randomly for 
| à few moments. That gets 
vou going, but the next part 
of the game has a different 
screen layout. 


82 





The noi 


solutely no words, and corn | 


torch, skateboard | 
and balloons, and again the | 


There's no business like snow business .. 


CRITICISM 


The Snowman is an ar- 
cade game, although from 
its packaging you could be 
forgiven for thinkingofitas a 
children's game, In factitisa 
good arcade game, fun to 
play and has attractive 
graphics. The frosty blue col- 
our adds to the effect too. My 


main criticism is that you | 


have to be lined up exactly to 


climb or descend and the | 


same can be said of moving 
off onto a ledge. 
“With fourteen ledges and 


twenty 'ladders' in the first 
screen this turns outto beno | 


namby pamby game at all. 
It's true that the monsters 
aren't actually chasing you, 
at least the gas flames don't 
try and 'gei you, but once 
you have that show, it's a 
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Confrontation * 


Producer: M € Lothlorien 
Memory required: 48K 
Retail price: £7.95 
Language: Basic 

Author: R.T. Smith 


This game comes excellently 
pacakaged in a plastic snap 
shut case, but the cover pic- 
ture is a little misleading, or 
rather odd anyway, a mon- 


tage of Napolean, Montgom- | 


mery and Rommel, yet the 
game is a modern scenario 
— Napoleon never saw 
tanks, Monty and Rommel 
weren't all to familiar with jet 
fighter aircraft either! 14 
pages of instructions ac- 


| company the tape and are 


essential reading before 
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fraught business getting is 
safely to the dropping point, 
especially when energy is 
failing and there isn't a 
christmas pud or turkey to 
eat in sight, Accuracy is 
essential when changing 
direction, and if's very easy 
to fall off a ledge, which 


results in 'you' falling all the | 


way into your bed at the base 
of the screen. Surprisingly 
addictive.' 

This is a very original 


| game idea, although the 


basic format is quite a 
familiar one. | found it a little 
irritating at first that it's so 
hard to line your man up to 
change direction — you are 
forced to keep the change of 
direction key pressed while 
still moving in the first direc- 
tion, so that the change is 
made automatically at an in- 


play. 

In most respects, this 
game follows the usual pat- 
tern of Lothlorien war games 
where two players (in this 
case, rather than one against 
the computer) are each given 
12 various units to move 
about the battlefield until 
they encounter an enemy 
unit. This scenario is made 
more complex by the addi- 
tion of various air forces, 
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| units may only 


tersection. This, alltoo often, | 
results in falling off a ledge! 
On the other hand it does in- 
crease the skill required. | 
soon found that the 
keyboard is best — thê 
finickiness of control seems 
even worse with a joystick. 
Despite the control pro- 
blems, The Snowman turns 
out to be a Trustratingly ad- 
dictive game. Good!" 


COMMENTS 


' Control keys: second row = 
up, third row = down, 
alternate keys on bottom = 
left and right 
Joystick: Kempston, AGF, 
Protek, cursor clip on 
Keyboard play: better than 
joystick, responsive, but 
finiky control because of 
pixel movement 
Use of colour: very good 
Graphics: very good, pixel 


moving 
Sound: useful rather than 
exciting 
Skill levels: 1 
Lives: 3 
Screens: 4 

| General rating: very good, 
addietive. 
Use of computer BB % 
Graphics 89% | 
Playability 83% | 
Getting started BO o 
Addictive qualities 70% 
Value for money 78% 
Overall T8S%% 





move one square per turn, So 

| naving aircraft doesn't mean 
zipping about the place any 
faster. 

Units include; tanks, 
mechanised infantry, flak, 
antitank guns, scouts, infan- 
try, artillery, paratroopers, 
fighter planes, ground attack 
planes and transport planes 
onto which pane 
may be embarked, and from 






= = a sei 1 —— — E -— 





which they may jump. Other 
elements are; airfields, 
bridges, cities, forts, hills, 
mountains, marshes, towns 
and woods. 

There is a master program 
on the tape whiéh offers you 
the opportunity of then 
loading an already saved 
scenario. You may also 
redesign the terrain and alter 
the content of the units. After 
the master programme 
comes a pre-programmed 
scenario called 'Twin River. 


CRITICISM 


“This is a very complex 
game compared to many 
that Lothlorien have done in 
the past, and it takes some 
getting into. Unfortunatel 
there is so much to do that it 
takes ages to get through a 
phase or turn. | see from the 
instructions that Lothlorien 
are intending to release 
various scenarios that will 
go with this master program 
in much the same way that 


| the preprogrammed “Twin 


River on this tape is used. In 
theory it makes this a very 
flexible wargamers' program 
— indeed you can create a 
scenario which is not 
modern or 20th century by 
Geleting modern ordnance 
from the scenario — but | 
wonder whether the program 
here is really good enough 
for that, It is quite slow, vir 
tually everything being in 
BASIC, and, as usual with 
these types of game, the 
graphics are quite smaill.' 

In my opinion, this type of 


game is only suitable for | 


people who like war 


| games/strategy games, and 


apart from its new feature 
(design your own battlefield) 
it's fairly typical of the rest of 


| Lothlorien's programs. If you 


like those, you"! undoubited- 
ly enloy this one. | think a 


| drawback is that lt is for two 


players withou a single 
player versus the computer 
option.' 

“There are lots of keys and 
functions to master and 
most of the instructions ap- 
pear to be written for ex- 
perienced wargamers. For 
the general buyer of games 
the Sb eba has serious 
drawbacks; the graphics are 
small, one character size, the 
BASIC is slow and you have 
to keep looking up the 
graphic symbols in the in- 
structions to interpret them. 
After this time and this 
number of war games, | 
would have thought pro- 


grammers could have made | 





| time 





greater strides towards bet- 
ter looking games than this.' 


COMMENTS 


Control keys: many keys 
Keyboard play: Input 
commands taken rapidly, 
but general processing of 


| commands takes time 


Colour: quite well used 
Graphics: generally poor 
Sound: very rare 

General rating: reasonable 
for war game addliets, only 
fair otherwise. 


Use ofcomputer 50% | 
Graphics 45% 

| Playability 37% 

| Getting started 43% 
Addictive qualitios 50% 
Value for money 42% 
Overall 45% 
RS Do DM Esses 


Bug Blaster 


Producer: Crystal 
Computing 

Memory required: 16K 
Retail price: £6.50 
Language: Machine code 
Author: D. Fowlds 


The 'Centipede' rampages 
on In this new all action ar- 
cade pao from Crystal with 
a ludicrously short loading 
(are they vusin 

Microdrives already? 
There's all these green 
amoebas br about the 
screen, gradually getting 
lower and threatening your 


laser base. They dothisasin- | 


dividuals, not as segments 
of some greater beast, often 
splitting into two and 

enerally multiplying. 
here's also lots of what 
might be described as dead 
amoebal slime in clumps 
everywhere, which must 
shot away (the mushrooms) 
togiveyou a clear firing path. 
Any amoeba shot, turns into 
more icky blue stuff. 

As you might expect, all 
this decaying, primordial 


| Sludge attracts a lot of flies, 


and after them, a lot of 
lizards which threaten you. 
Your laser base may move 
from left to right and up or 
down by about four 
character squares. Like their 
other release this month 
CYrber Zone this game has 
voice activation for firing the 
laser although it isn't 











| A “Galaxo-centipede from Bug Blaster. 





| guaranteed to work and 


depends on your tape 


| recorder. 


CRITICISM 
The graphics, although 


fairly small, are nicely detail | 


ed and very fast moving with 
little perceptible jerkiness. 
The game type doesn't ex- 
actly appeal to me, but htisis 


| Certainly one of the most ex- 


citing versions I've seen yet 
with a fast and furious pace. 
It could have been even bet- 
ter if there were more skill 
levels with different things 
happening. 

After playing several ver- 
sions quite a few times I've 
become rather tired of Cen 
tipedes', but this one 
changes all that. Smooth 
graphics, fast action and ex- 
cellent sound, plus the 
'revamp' of the basic idea 
put new lite into this arcade 
penstoner! If's fun and does 
have a certain amount of ad- 
dictiveness.' 

think the game idea palls 
after a bit of playing, but 
while you are getting the 
hang of It, is great fun to 


play, nice and fast, with very 


-Satisfying explosions helped 


by the excellent sound: 


COMMENTS 


Control keys: Z2/X = 
leftiright, NIM = upidown, 
SPAÇE = fire, Pity the 
direction keys are in a 
straight line. There does 
seem to be auto fire, 
however, which makes life 
easier 

Joystick: none 

Keyboard play: responsive 
and fast 

Use of colour: average 
Graphics: small but good 
oound: excellent 

Skill levels: 1 

Lives: 5 

General rating: good, 
medium addictive, 


Use of computer TO 
Graphics TO Vo 
Playability 80% 
Getting started 83% 

' Addictive qualities 63% | 
Value formoney - 65% 
Overall 68% 





Lunar Rescue 


Producer: C.R.L. 
Memory required: 16K 
Retail price: £5.95 
Language: BASIC & 
some mic 

Author: B. Rowlingson 


Lunar Rescue Is, Of course, a 
Lunar Lander game, where 
YOU must guide your rescue 
craft down from the mother 
ship to the moon's surface to 
collect stranded astronauts 
one at a time and take them 
back to the mothership. In 
this version the moon is sur- 
rounded by a dense belt of 
asteroids, five layers in fact, 
moving in two directions and 


| next , 
| asteroids. 


 CRITICISM 





at differing speeds, through 
which the craft must be guid- 
ed. Below, there are three 
landing places — a small, 
mediunr and a large one. 
With each successful lan- 
ding, the large and medium 
landing areas become. 
smaller, making a docking 
harder. 

The ship is undocked from 


| the mothership by using the 


thrust button. Take off from 
the moon's surface is 
automatic after an astronaut 
has climed on board. If you 
rescue all six astronauts, the 
level has more | 


Two years ago I'm sure 
this would have been a thrill- 


“Ing game for any owner of a 


B3 








Qirie 


| ZX81 or even the Incredible 
new Spectrum, but today it 
just looks silly. The graphics 
are primitiva in the extreme 
with unanimated character 
block movement and virtual» 
by no use of colour at all, just 
red, green and yellow stripes 
| for the landing platforms. 
The game is reasonably hard 
to play, Dut we've just 
become used to playing bet- 
ter looking games than this.' 

This game is in BASIC 
(with a very little machine 
code for some of the 


graphics) and therefore has | 


obvious limitations, eg. jerky 
graphics (character move- 
ment). The game is average 
in play but it's rather out of 
date, and anyway there are 
much better versions 
arouno.' 
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A wing hit in the sky and cafa 
tables on the ground 
| — poor Lunar Lander. 





"Lunar Rescue looks like a 
coloured up ZX81 game 
although there's hardly am 
colour in it, Getting throug 
the asteroids is not easy — 


there's a leftiright control | 


and a thrust key, which is 
described in the inlay as 'in- 
creases your thrust'. In fact 


epergelio, it stows you down. | 


Ot very good.' 
COMMENTS 


Control keys: 1/2 = 

leftright, O = thrust 

Joystick: none 

| Keyboard play: fair 
our: vê poo r 

Graphics: Br mitive 

Sound: unimaginative 

Skill levels: 1 

Lives: 3 

General rating: poor 





Use of computer 45% 
Graphics 25% 
Playability 10% 
Getting started 45% 
Addictive qualitles 23% 
Value for money 15% 
Overall 27% 





Fred 


Producer: Quicksilva 
Memory required: 48K 
Retail price: £6.95 
Language: Machine code 
Author: Charlie, Paco & 
Fernando of Indescomp 


These are the authors who 
brought you the colourful 
Bugaboo (The Flea). Fred is 
an bimadi ps explorer who 
goes about collecting 


| valuable treasure from 


tombs, in this case the 

ramid of Tootiegcarmoon. 
The insides of the Pyramid 
take the form of a very large 
maze, several of them in fact. 
This isn't a maze Am plan, but 
a vertical cross section, 50 
Fred is forever going up, 


| down or left and right. He 


goes vertically by way of the 
numerous ropes hanging 
from the ceiling far above. 
The playing area only shows 
a small fraction of the whole 
maze and scrolls along with 
Fred in the centre. 

Naturally this venture is 
fraught with problems in the 
Shape of rats, which must be 
algo at the right moment, 
acid drops (from the decom- 
posing mixtures of the Egyp- 
tian magicians), ghosts 


| which go through wall but 


change direction when shot, 
mummies that fall down the 


| vertical shafts and can 


teleport when they land or 
get hit by a bullet, vampires 
which can be shot (silver 
bullets no doubt) and of 
course the ubiquitous 
skeletons which chase 
relentless!ly and can only be 
stopped with a shot. 


All these horrors not sur 


lda A drained Fred of 
power. Qniy by drinking the 
magic elixir of Nefertiti or 
reaching an exit can Fred's 
power be regained. Fred is 
armed with a gun and six 
shots, and may be aided by 
finding a map to the tomb. 
Bonus points are awarded 
for picking up the various 
treasures. 

There are six screens ofin- 


creasing difficulty, but there | 


is also an option to redefine 
the maze and numbers of 
monsters. 


CRITICISM 


The game has great 
animation, esecially that of 
Fred himself, and the 
graphics are generally ex- 
cellent. Even Fred's revolver 








“Going up — 2nd floor, ghostly lingerie, 3rd floor, vampira attire, top 


floor, mummles' rest room.” 


| recoils when it is fired! There 


isn't a lot of colour, but what 
there is makes a go0d 
balance and creates atl- 
mosphere. It isn't an easy 
game to play either, which 
makes it addictive and great 
fun. | hope Indescomp da 
out much more sofiware. | 
think | spotted two bugs; on 
several games | didn't start 
with any bullets, and in one 
game the scoring went mad, 
so that | scored every time | 
moved. | eventually ended up 
with, wait for it — 8B18,300 


points! | like this game! 


“Because of the general 
design of the maze and 
because you can only see a 
small part of it at any time, 
this is quite a difficult game 
to play. | like the graphics, 
Fred is excellent, and it all 
seems like fun, but in the end 
| found it a bit boring. Later 
screens certainly get very 
busy, but at the end of the 


| day the thrill factor wasn't 


very high and | think 
Bugaboo was better. 

| should think there's a 
danger that with a name like 
'Fred' lots of people won't 
think it worth buying. Which 
would be a shame, because 
it's a very good maze game, 
original and fun to play. | 








“didn't think it all that addio- 


tive, however, but still well 
worth a go. 


COMMENTS 


Control keys: QMW = 
leftright, ER = downlup, T 
to fire, or user-definable 
Joystick: Kempston, but 
most others via user- 
definableKbyboard play: 
fairly responsive, 


| positioning of Fred must be 
| accurate 


Colour: good, muted 

Graph ; 
raphics: very goo( 

Sound: average 

Skill levels: progressive 

difficulty 

Lives: percentage of 

damage 


| Screens: continously 
scrolling through six tombs | 


General rating: very good, 
mixed feeling on addietivity. 


Useofcomputer 85% | 
Graphics SO Ya 
Playability 87% 
Getting started 88% 
Addictive qualities 70% 
Value for money 80% | 
Overall 83% 






| 


cutalong line 


EIS 778 


We have now received a massive mail 
bag resulting from the first two Issues of 
CRASH, Many of these letters have rais- 
ed a number of interesting points both 
about the magazine and software in 
general. Therefore we have devised this 
questionaire which will give you an 0p- 
portunity to tell us what you think about 
CRASH, and will give us some pointers to 
improving standards of pf infor- 
mation in a way vou like. We also hope it 
will be of benefit to the software houses. 

So |t is very important that as many of 
you as possibla complete the form and 
send it back to us. All the names and ad- 
dresses will go into the bag and the first 
drawn out will win £50 worth of software 
of his or her choice plus a CRASH T-shirt, 
and thethree runners up will each receive 
a month subscription to CRASH (or an 








Hi“ Broade” please list favourita types 
using CRASH GUIDE HEADING 


Your list: 


Ja How many computer (related) magazines 
do you buy on a regular basis? 


[buy magazines regularly 


ja Which magazines are these? 
NYourist 
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== O a ' mão =... Si a, pa, SA, SS, IS HE, E SS 
— — — e re O o e E e De 


fRciadina CRASH, how do you rate the 
azines you buy regularly on à scale 

out-of 10? 

Your rating: 


Help us help you 
and have the 
chance of a 

fabulous SoTtwaro 









[1b Delete any of the words which You feel DO | 


NOT accurately describe CRASH: 


Usetul'Entertaining/Good 
valueiintormativelãccurate'F air 
UselassiBoring'Poor 
valuelUnintormative/Ilnaccurate/Unfair 


Has reading CRASH influenced recent 
games purchasing 


“yesinolsometimes 


Hives" to 2b,o0n actually lay in E pm 
game have you agreed wit 
revigu? 


“alwaysimost Umesihalficoecasionalhy! 
naver 


Do you think the reviews 0! new games are 
fine as they are? 


“vesinoldon't know 


If “no” to 4b, then should they be: 
“longerishorterimore detailediess 
detailedimore technicaliless technical? 


Do you think il's à good idea for 3 
revigwears to do a game? 


“vesinoldon't know 


It “no” to Gb, why? 
four reasons 







extension if already subscribers) plus a 
CRASH T-shirt. 

If you dont want to cut up the 
magazine, photocopies are acceptable 
Or even written replies (but please 
remember to number your replies accor- 
dingly so we know what's what)! Al 
forms received will be treated in the 
strictest confidence, the names and ad- 
dresses being detatched from the form 
and then destroyed after the draw has 
been made. But if you wish to leave off 
your name and address we don't mind — 
but you won't be able to go into the draw 
of course! 

Forms may ba accepted for the draw 
up until last post 19th. April and the 
results of the draw will appear in the June 
issue; the results of the questionnaire ap- 
pearing as soon as we can collate them! 


| Bb Do you like to have a rating system of 
some son? 
“yesinoidon't know 


9b Doyou think the present CRASH rating 
system works: 
*axcellentireasonably'averagely/poorty? 


| 10b Da you agree with the present headings | 


used tor rating? 
“yesinoidon t know 


1ib Do you think the average-out rating of 
RALL is useful? 


“vesinoidon't know 


12b Are there any other headings you would 
like to see used? 
*vesinoidon't know 


13b If “yes” to 12b, please list the other 
headings. 
Four Ig 


Do you like the COMMENTS section in 
reviews In CRASH? 








] 
| 
] 
] 
| 
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3 Under COMMENTS, ara there any other 


details you would like to see listed? 
Your St: 





Do you think screen pictures are useful? 
“yesinoldon'! know 


Do you think the screens in CRASH are: 


"“goodiaveraga/poor? 


How much does seeing a screen in a 


magazine influence when buying tha 
game? 


"a lotihall timeia littlalnever 


Would you like to see more articles than at 
present in CRASH? 


“yesinoidom't know 


Please tick your preferences for articles 
about: 


Add-ons 

Utilities 

Educational 

Computer technicalitias 
Software houses 
Programmers 

Games playing tips 
Adventure playing tips 
Other computers 





Wiuld you Ilke to-ses a short story 


included in CRASH? 
“vasinoidon know 


Do you like THE TERMINAL MAN comic 
strip? 
“yesinoidor't know 


IF“no” to 4d, 5 this becauge you: 

“don't like comicsidon't hka this pariicular 
stonidon't think a comic belongs in 
CRASH? 


Do you like tha CRASH HOTLINE? 
“vesinoidon't know 


will vou be voting every month? 
“vesino/sometimes 


Do you think a chart based on a popular 
vote is useful? 
*“vesinoldont know 


Do you think we should make separata 
charts for: : 

Arcade, Adventure, Simulation, LHtHIty? 
*vesinoldort know 









Please write clearly, printing preferably. 


Name 


Address 














Postcode 


MAMA 


CRASH, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB 





10d 1 CRASH was to expand to include 
sotiware for other computers would this: 


“Irrate(disturbiinterestinot bother you? 


tid Do you miss the fact that there-are no 
program listings In CRASH? 


“vesino/don know 





12d Would you want us to use up space to 
include some program listings: 
“vesinoidon't know 





In ça do you think current Spectrum | 
software is good valua for monay? 


“vasinoidom't know 


Are exciting, well designed cassetto 
covérs important? 


“vasinoidon't know 


Do you think sofiware houses should put 
instructions and objectives both on the 
insert and on tha screen? 
“vasinoidoasn't matter 


Does the quality or excitement of a 
cassatte inlay cover influence you to buy 
the game? 


*vesinoidon't knowisometimes 









This concludes our questionaire, 


Ona scale dut ot 10 how do you rate the 
affect of covers in Influancing you to buy a 


game? 
Your rating: 





Do magazine revigws affect your decision 
to buy a game? 


“yesno sometimes 


Do you always buy games from famous 
sofiware houses even if you dom't know 
about the game? 

“vasinolsometimes 


Forgetting joystioks, give the combination 


of control keys you mos! prefer lor 4 
directions and fire: 


up. key 
down key 
left. key 
night key 
fire... key 





Among the most commonty used control 
keys, which layout do you most dislike? 
up. key 
down Key 
left key 
right. Key 
fire. key 


Hf you were about to buy à computer other 
than the Spectrum, whal would it be? 


| would buy a 








iê 
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“ATTENTION EARTHLINGS, (| 





É N 


| CHUCKIE EGG CYLON ATTACK 









Available from Wi H. Ei Dm. 
John Menzies and all leading 
computer stores. 





GKACARA à 









Em 







Unit 8, Canalside Industrial Estate, 
— Woodbine Street East, Rochdale, Lancs. 
OLI6 SLB. Tel: 0706 34 


au!| BUOje 1N2 








Producer: Psion Sinclair 
Memory required: 48K 
Retail price: EB.95 
Language: Machine code 


We are still left waiting for 
| the definitive Spectrum ver- 
sion of the 'Pole Position 
type game. Chequered Flag 
isn't it — what it is, however, 
is the most sophisticated 
program for the Spectrum 


with motor racing as lts 


theme. | 

You are offered options to 
race on ten different race 
tracks, based on real interna: 
' tional courses like Monaco 
(no buildings though), 
Brands Hatch and 
Silverstone, and with three 
different types of car, the 
'nice easy automatic 
McFaster Special, the more 
difficult Psion Pegasus, or 
the very powerful, four gear 
Feretti Turbo. These choices 
are nicely presented with a lit 
window around the graphic 
devices which can be 
selected by using SPACE 
| and ENTER. 

The instrument display 
features speedo, rev counter, 
fuel and temperature 
gauges, gear selection in- 
dicator, timer and lap 
counter. You may select to 
race from one lap upwards. 
The tracks have hazards like 
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oil and water on the road 


which will upset the cars | 


performance and may even 
cause you to crash. Putting a 
wheel off the road does not 


| cause an instant accident, 


| but will if you perisit. There 





may also be glass on the 
road, which can cause tyres 
to burst with dramatic con- 
sequences. The road ahead 
is seen in full perspective, 
although the horizon is flat, 
and includes bends and hills. 


CRITICISM 


“All the graphics work very 
well in this game — actually 
it's more like a simulation 
than an exciting game. You 
can see the nose of your car 
with the wheels turning, and 


the steering wheel, which '| 


revolves correctly, and then 
the road ahead. | was a bit 
worried that there were no 


' hands on the steering wheel! 


But the great drawback to 
ultimate fun is the lack of 
any other cars on the circuit 
with you. 7 
Iget the feeling that Psion 
see themselves In a rather 
serious light — which isn'tto 
say that Chequered Flag 
isn't fun to play, but its ap- 
peal palis when you get the 
hang of guiding the various 
cars and begin to realise that 
there's no real competition 
spirit in it. Other cars would 
have been a help of course. 
Still, the graphics are quite 
impressive. Pity there are so 


'many keys to handle, 


although they are quite sen- 





The MeFaster Special careers out of control round Brands Hatch. 
PE TE O SEE ES aii 


- Ssibly laid out. 


'Chequered Flag looks 
wonderful enough and plays 


very well — it's what | would | 


call a 'kind' program 
because it allows you to 
edge off the road without Kill- 
ing you off. But because you 
are definitely in the car and 


"not outside looking down on 


it, it creates a simulation 
rather than game feeling 
which left me thinking, yes 
very good, but a bit cold. 


E in Tita (aa 
É ERRO E Em DA À 
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Control keys: accelerate 0, 
brake 1, fast'slow left AÍS, 
slowitast right DIF, change 
up M, change down N 
Joystick: none 

Keyboard play: responsive 
Use of colour: good 
Graphics: very good 3D 
effect, detailed 

Sound: average, continuous 
Skill levels: 3 cars 

Lives: 1 

Screens: 10 circults 
General rating: a good 
simulation, not a very 


| addictive game. 


Use of computer 58% 
Graphics 89% 
Playability : 68% 
Getting started 85% 
Addictive qualities 52% 
Value formoney 75% 


Overall 


Dera E | 


| Producer: Artic 











Monkey 
Bizness 


Memory required: 48K 
Retail price: £5.95 


Language: Machine code 


Monkey Bizness is a Kong 
game, and a fairly com- 
prehensive one at that with 
eight screens. The ladders 
and girders are about the 
most detailed for the Spec- 
trum. |t also boasts the first 
3D barreis, which are enor- 
mous. 


On screens one and two, | 


the layout is pretty 
stralghtforward, although 
there are holes in the girders 


to be jumped on screen two. | 


Screen three has two sets Of 
stairs to be jumped, screen 
four has a long jump, screen 
five has springs which throw 
the barrels upwards, screen 


six throws showers of bar- | 


reis at you, in screen seven 
the barrels disappear and re- 
appear further up. In the final 
level you must knock out the 
7 weak points in the scaf- 
folding to bring Kong tumbl- 


li Seg 
he barrels are rt fast 
moving and have a wide pat- 


tern of travelling down the 
screen. In addition to the bar- 
reis, there are hammers to be 
collected by jumping up for 


them, after which you can | 
knock out barreis until the 


border flashes red. It isnt 
possible to go up or down a 
ladder while holding a ham- 
mer. There are also um- 
brellas which 
against a bad fall, should 
you miss jumping a hole. 


CRITICISM 
“This is quite a traditional 


'Kong' with proper girders 
and lots of detail. Kong 


“himself even sits st the top 


and is animated so you can 
see him throwing out the bar- 
reis. The barreis are very big 
and animated in hollow 3D 
and you can see them face or 


| end on depending where 


they are. There's a very mean 
screen where they actually 


| zig-zag down without using a 


girder or ladder. Fortunately 
your man jumps with enor- 
mous gusto. Very playable. 

“This is a fairly good 


reproduction of the original | 


but the graphics are a bit on 
the jerky side and the aníma- 


protect. 











tion of 
isn't very good. It's 
reasonable, but for my 
money not as good as the 
Blaby or Ocean versions.' 
Usually you can start 
moving as soon as the game 
begins, but with Monkey 
Bizness your man doesn't 
appear (on the first screen) 
until the first barrel has 
already rolled down two 
girders —- unfair! There's 





| involved with computing that 








“Em singing in the rain of barrels, just singing in the rain of barrels... 





FR 


your man jumping | lots of detail and plenty to 


keep you on your toes. limay 
be a bit late in the day to be 
bringing out a 'Kong' game, 
but | think this one will prove 
quite popular anyway as lt 
has enough variation to 
make it distinct from others, 
and enough screens to battle 
through to make it quite ad- 
dictive in playing. Overall, 
the graphics are of a fairly 
high standard too. 


he gave up his hobby of 


| drawing cartoon comics, and 


the result of such sacrifice is 
this game. He hopes it will 
give encouragement to all 


the kids who are not good at | 


maths and cannot get into 
computer classes. 

Well it may do just that. Dr 
Franky & The Monster is a 


Ed "| platform with holes and jum- 


Producer: Virgin Games 
Memory required: 48K 
Retail price: £5.59 
Language: Machine code 
Author: Martin Wheeler 


Martin Wheeler is 16 and still 
at a local comprehensive 
school. Like so many young 
spectrum programmers to- 
day, he started off with the 
2481, but found himself 
unable to get into his 
school's computer class. 
Since then he has become so 





ping game that has an 
original feel to it. On each of 
the nine screens there is a 
six-floor dungeon, and the 
object is to guide Dr Franky 
from the very bottom up to 
the top, collect a white con- 
ical flask on the way and 


take it to the Monster who | 


stands lifeless against a wall 
at the top right. This 
refreshes the parts that 
other white conical flasks 
cannot do, and, incidentally, 
takes you to the next screen, 

The problems coma in the 
form of four ghosts who 


| roam the dungeon and chase 


Dr Franky all the way. There 
is also a cart filled with 
bricks on the top floor which 


will run him over. The gap, | 


too, on the top floor is a pro- 
blem because it is quite 
wide, and Dr Franky can only 
jump up through the holes, 
not over them. The magic 
hammer helps in this case, 
as it does on other screens. 


Because of the layout of | 


flogrs, holes and lifts, there 
is the usual element of 
strategy involed in discover- 
ing the best route through'to 





COMMENTS 


Control keys: 6/7 = 
leftiright, 8/9 = up & 
jumpidown 

Joystick: Sinclair 2 
Keyboard play: responsive 
Use of colour: good 
Graphics: detailed, 3D 
barreis, a little jerky 
sound: fair to average 
Skill levels: 1 

Lives: 4 

Screens: 6 

General rating: above 
average to good, 


Use of computer 57% 
Graphics 62% 
Playability 65% 
Getting started 5% 
Addictive qualities 68% 
Value for money 63% 
Overall 65% 


the top, and this goes for 
each screen which has its 
own seperate layout. To 
make things worse there is a 
time limit — and it's quite a 
severe one. 


CRITICISM 


These are some of the 
meanest ghosts I've vet en- 
countered. They won't let 
poor Franky take a step 
without anticipating him. 
Because he can only jump up 
the holes and not across, it 
takes some getting used to 
— running along a floor, for 
instance, often means fall- 
ing down a hole to the next 
level and instantly leaping 
up again. The graphics are 
very g00d, large, smooth and 
well drawn; good sound too. 








| Apart from Spectron, | think | 





this is Virgin's best ever 


game. 


This is a good game from | 


Virgin. The graphics are very 
9000, colourtul and well 
animated (| think the flicker 
on the ghosts is deliberate) 
Dr Franky's movement is 
nice (and simple with only 
three keys useo). The game 
is fun and fairly addictive. 
the ghosts look like they 


| escaped from a Pacman 


game. like it.' 

Dr Franky is a difficult 
platform game and quite 
challenging to play. With 
each screen being different 


it means that you get the | 


hang of those vou can 
master, and then instantly 
lose a life on a new one until 
You can 'see' the way 


| through, Timing and jumping 
| Skillis of the essence. A real: 


Iy g00d game from Virgin at 


last — | hope they'll do more | 


like dt. 


COMMENTS 


Control keys: 1/2 = 
teftright, O = jump 
Joystick: none, doesn't 
need it 

Keyboard play: responsive, 
but tricky 

Colour: very good and 
varied 

Graphics: very good 
Sound: very good 


Skill levels: 1 

Lives: 3 

Screens: 9 

General rating: good, fairly 
addictive. 

Use of computer 80% 
Graphics TIYo 
Playability 78% 
Getting started 72% 
Addictive qualities 75% 
Value formoney 73% 
Overall T6% 


Dr Franky (in white) brings refreshment to the parts other doctors 


daren't reach, 
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Chopper X-1 


Producer: R & R 
Software 
Memory required: 16K 


= | Retail price: 5.95 


Wily old Kong disguises himself as a medieval knight kidnapper. 


Killer Knight 


Producer: Phipps 
Associates 

Memory required: 48K 
Retail price: £5.95 
Language: Machine code 


| Killer Knight sounds adven- 


turish, especially coming 
from Phipps Associates, 
who are noted for their 
adventures, but in fact thisis 


an arcade game, indeed, a | 


thinly disguised “Donkey 
Kong'. The scenario has you 
whipped back in time 
through some fault in the 
spaceltime continuum, hand 


in hand with your girlfriend. À | 


wicked knight comes up out 
of the blue, so to speak, and 
kidnapped your girl, taking 
her to the top of his castle. 
You decide to climb up and 
rescue her while the knight 
rolis barreis down at you. 
There are also 3 or 4 holes in 
gach of the four floors which 
must be jumped. If you fall 
through your man doubles 
up in pain and succumbs. À 
green umbrella sits on the 
ground floor beyond the first 
ladder, and this may be used 
once to help break a fall. 


CRITICISM 


“Hs a pity the instructions 
are contained inthe first part 
of the load, although the con- 
trol keys are repeated bet- 
ween any game, as one never 
seems to remember all the 
detail. The graphics are very 
bright and clean. The layout 
of the first screen is quite 
simple, the ground and four 
floors a connected by 
ladders at either end in a zig- 
zag formation. Control of 
your man is nice and simple 


and he moves very positively, 


automatically climbing lad- 
ders as soon as he touches 
them. À fast game, and a 
worthy addition to the 
Kongs. 

“You must be p 


e 
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jumping the barreis, and . 


mastering this takes some 


| time. A nasty programming 


trick is the automatic climb- 
ing of ladders. While this cer- 
tainly saves a control key, | 
found that if you still have a 
walk key pressed when he 
reaches the top, he falls over 
the edge of the floor to his 
death! Getting the umbrella 
was difficult at first because 
it's located beyond a ladder, 
ano the man goes up it as 
soon as he reaches the lad- 
der. The trick was to get one 
character from the ladder 
and then jump across its 
base. | didn't see the second 
screen. This is a hard game.' 

“The graphics are quite 
good, although rather small, 
and | liked the continuous 
sound. This 'Kong' type 
game is above average, It's 
very fast and difficult. lts dif- 
ficulty makes it rather addic- 
tive. 


COMMENTS 


Control keys: 6/7 jumpiwalk 
left, 8/9 walk/jump right 
Joystick: Kempston 
Keyboard play: very 
responsive 

Colour: average 
Graphics: small, but neat 
and reasonable 

Sound: continuous, good 
Skill levels: 1 

Lives: 4 

Screens: 3 

General rating: above 
average, a difficult Kong 
game. 


Use of computer 66% | 
Graphics 56% 
Playability 65% 
Getting started 62% 
Addictive qualities 70% 
Value formoney 62% 
Overall 


























































Language: Machine code 


Helicopter games seem to 
have been popular recently. 
In this new game vou are 
commander of a chopper 
gunship, and your task is to 
destroy invading aliens. 
These come in the form of 
SPINAD, best described as 
fapping Y shaped things, 
SPORE and FUSA. The 
Spinad have a Zig zag forma- 
tion, moving slowly across 
the screen from right to left. 
Your chopper is stationed on 
the left and only moves up 
and down. The Fusa burrow 
into the earth and then fire 
out Spores. The other hazard 
is the weather — it's raining 
that old arcade favourite, 
meteors which travel 
diagonally down the screen. 
Being hit by anything, of 
course, means a loss of life. 


CRITICISM 


The eifect of your travell- 
ing over a landscape is done 
by very slowly scrolling the 
ground  beneath the 
helicopter, but it doesn't 
really create the sense of fly- 
ing. Your rocket fire is 
reasonably potent and there 
are two smart bombs when 
all else fails, but in the end 
there just isn't very much to 
this game apart from 
shooting or dodging the 
aliens on their predictable 
path, They get through to you 
not because you may lack 
the skill, but because like 
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any good Casino, the odds 
are stacked slightly in favour 
of the aliens.' 

“The graphics and sound 
are both good and the game 
is rather challenging as you 
can onty move up and down. 
But other than shooting 
aliens, there doesn't seem to 
be a lot to it, The game is 
above average; it's an 'okay' 
game to play but dion't have 
much in the way of addictive 
qualiíties.' 

The first thing that struck | 
me on playing Chopper X-1 
was a sense of disappoint- 
ment. The cover of the inlay 
promises a lot, but the game 
doesn't deliver. All you do Is | 
go up and down, dodge 
meteors and aliens and try to 
shoot them. Whilst the 
graphics are reasonably 
neat and smooth, they aren't 
all that exciting either. | think 
Ive come to expect more 
trom a Spectrum game, even 
a 16K one than this offers." 
COMMENTS 
Control keys: 6/7 = 
downlup O = fire, 9 = 
smart bomb 
Joystick: Kempston, 
Mikrogen, AGF, Protek, 
cursor clip on 
Keyboard play: responsive 
Colour: average 
Graphics: average, nice and 
big though 
Sound: very good 
Skill levels: 1 
Lives: 3 
General rating: a good idea, 
but not very exciting to play. 









Use ofcomputer 80% 
Graphics SB Vo 
Playability 50% | 
Getting started 75% | 
Addictive qualiíties 38% 
Value formoney 43% 
Overall 57 Ya 


== 


Dancing bow-ties threaten your Chopper X-1, 


UDREDDOGED 


AWARD WINNING SOFTWARE FROM 
AUTOMATA 


VOTED WINNERS FOR THE BEST LEISURE SOFTWARE* OF THE 
| YEAR by the Computer Trade Association. AVAILABLE NOW FROM 
| SELECTED SHOPS AND WHOLESALERS. ..OR BY MAIL ORDER 
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* PIMANIA — the cultatuentiro Hhar's for rêal o 
16K ZX81 5 JBBC 32x p 10 | pragan 32 0100 | spectrum a9K:E 0 |] 












GROUCHO — the Pimania sequel, Conpird-DEZUSA pre fer 
Hreg rock music on the fipone Specirum GRE EO | 
















PLEVED — the comedy cartoon arcade game starting | 
lhe PaMan, Free protesydisco record apecitum 48E EE | | 
! 

PrBALLED — A irumph ol the arcade programmer sat Pesa 
ataca tha PiMan Free miensive Reggae musie apectrum ABR EB |] 


MORRIS MEETS THE BIKERS = excirngarcade fun, Ko 
ds Ses on To. Qutragenus ires docavop record Any Spectrum PA | | 















































FAKZEE — Bruddy wonder ly game of ruck and skin 





















Anvoriental masteegipca for Dragon 92 plus Spectrum 48K E5 [7] 
GO TO JAIL — Piay the game É 
Hind oulwhar-al the fuss isabúui, cookie Soprirum 48E CE [ 1 












THE PIMAN'S GREATEST HITS - amazing stereo LP camelo 49 [ | 


OLYMPIMANIA — He's back! He'sguina tor gala! 
He ssober! Eres Nation Anthem ontheFlipsido.  Spectrim ASK [5 E 






















| ENCLOSE THE RIGHT MONEY, OR DEBIT MY ACCESS/VISA CARD 













LARO NUMBER... 





ME SIGNATURE .... 











My NAME 








MT ADDRESS. 












pise o POST CODE Ei 
DE DELIVERY AND VAI 


















Send to AUTOMATA UK.LTO, 
£F Highland Road, Portsmouth, Hants. PDS 9DA 


24-Hour Credit Card Hotline (0705)7352492 
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| This róutine is accessed by | 


| memory location 59400: 






==yquries 


THE TROJAN 
(WORK) HORSE 


Having reviewed a software 
oriented drawing program 
in the last issue of the 
magazine (PAINTBOX from 
Print 'n' Plotter), it seemed 
irresistible to take a closer 
look at one of those trendy 
light pens which supposediy 
turn your TV screen into a 
versatile drawing board. 

The Trojan light pen 
comes neatly packaged in an 
ex-VHS plastic cassette box 
containing the magic wand, 
which could easily be 
mistaken for one of those 
promotional biros (lt evens 
includes address and 
telephone number) if it 
weren't for the protruding 
cable terminating into a bat 
tery clip connector and plug, 
a 9V PP3 battery, the utility 
program cassette and the in- 
struction leaflet. The pro- 
gram is loaded in the usual 
way and prompts you after 
autorunning. The cassette 
recorder plug (EAR) is remow 
ed from the Spectrum and 
swapped with the light pen 
plug. The battery connector 
is clipped onto the PP3 bat- 
tery. The fun may begin. 

The light pen provides two 
independent functions. lts 
first use is as a fast menu 


pointer, enabling the com-| 


puter operator to make à 
selection of available op- 
tions just by pointing the pen 
at the specified line position 
on the TV screen. The pro- 


gram explains in detail how | 


to incorporate this facility in- 
to vour own programs. Re- 
quired is a 200 byte long 
machine code routine which 
has to be copied and saved. 


two basic programs: One re- 
quired tor the calibration of 


the light pen to the individual | 


TV set and the menu selec- 


tion program, which returns | 


the line number in form of a 
variable PL, The selection 
works every time and is 
realiable and fast. Only 


criticism is the fact that the | 


machine code routine seems 
to be not relocatable and 
must therefore be saved in 


SAVE “me” CODE 59400,200 
lts second use is as a high 
resolution drawing pen. 
After selecting HIRES DRAW 
vou are confronted with a 


92 





simple pen alignment 
routine which gives way to a 
menu line display. To select 
a function you just lign up 
the pen with the letter or the 
blank space on the right 
hand side and press key 1. À 
white cursor will travel to the 
point slected and the option 
is selected. 


The menu line incor- 
porates the following func- 
tions: 


M Move the main cursor. 
Once selected the program 
prompts you to position the 
pen in the desired position 
and to press 1. 

S Secondary cursor for line, 
box and circle routines. 

B Box with Mand S asoppos- 
ing corners. 

CO Copy screen to printer. 
C Circle with centre point M 
and radius ABS (M-5). 

D Draw. After selection posi- 
tion pen at desired starting 
point and press 1. À flashing 
cursor controls your writing 
speed: Do not move pen out- 
side flashing cursor area or 
the line draw facility will not 
be able to follow the pen 
movement. 

CR Print characters with M 
as starting point. 


| E Erase last action. 


F Fill area designated by M. 
Upon selection colour 
menu will appear on the 
screen. 


“Vink colour selection. 


L Draws line from Mto 5. 











Re a 


N New clears the screen to 
the current paper colour. 

P Paper colour selection. 

T Saving or loading screen 
content. 

The light pen performed 
satisfactorily with all func- 
tions, but it was found to be 
very sensitive to the light 
conditions: The TV 
brightness had to be ad- 
justed for optimum results 
and the TV set not exposed 
to any glaring sunlight. The 
draw facility suffers from its 
usual setback with light 
pens of not being able to 


| locate the writing position 


accurately enough for high 


| resolution drawings and the 
drawing of straight lines in | 


this mode requires a lot of 
practice and skill. Paper col- 
our selection allows for ins- 
tant colour switching, but 
also creates the usual con- 
founding problem caused by 
the character mapped at- 
tribute resolution. Ink and 
paper colour will clash if not 
worked out within the con- 
fines of the attribute boun- 
daries. The colour fill facility 
displayed the usual speed, 


but appeared never to crash: 


even if the area to be filled 
wasn't 'airtight'”: the routine 
would escape from the leak 


and fill the entire surroun- | 


ding area and give a trium- 
phant bleep of approval upon 


completion much to the | 


dismay of the screen 











designer. Using erase 
however clears up this mess 
and gives you a second 
chance. 

Obviously the light pen 
has. its limitations for 
freehand drawing due to the 
inaccuracy of positioning 
the pen on a pixel level, but 
then no one should expecito | 
be able to draw to such a 
high resolution on the curved 
TV screen at an uncomftor: 
table angle and with possi- 
ble alignment errors. kt is left 
to the individual to accept 
this limitation or to forfeit 
the freehand drawing for a 
cursor controlled drawing 
routine. Certainly the menu 
selection facility is very 
elagant and can obviously be 
incorporated into one's own 
programs. 

For the ultimate profes- 
sional screen creations it is 
still necessary to revert to | 
the primitife paper grid pad 
design where the original art- 
work has to be simplified and 





" coaxed into the confines of 


the pixel and attributes grid 
of the Spectrum and input | 
via binary or decimal code | 
direct into the screen. 
memory area. The light pen 

certainly is a lot more fun to 
handle and should at least 
convert your TV screen into 
an amusing and versatile 
sketchpad. 


Franco Frey 


Atlast... 


A joystick that works! 
Cambridge Computing bring you E 
the first programmable joystick - 





at a price you can afford. 
Interface 


O 1k on board memory 








O Own rear edge connector — for printers etc,, 


O Compatible withallstandard 






4 


joysticks 







O Easy to use program enables the interface 
to work on ALL software 


O Keeps a record of all your games — so you 
only need to tell it about each game once! 








CAMBRIDGE 
COMPUTING 


1 Ditton Walk Cambridge | 





Telephone 0223 - 212777 


Available Mail Order and from Dealers 

















JOYSTICK, INTERFACE 
AND TAPE COMPLETE 





Joystick. 


O Self centrina 





é Directional microswitched action 





O ? independent fire buttons 






Please send me:- 


Joystick, Interfaçe and Tape at £34,90. ....... Es 
Interface and Tape at E2700....icciclillcas Lindas, 
Joyetick only at ETDO. ..cslcsiccesscsrase rs 15288! 
For Spectrum CRA 


| enclose cheque/postal order for É... 
Cambridge Computing Limited. 


























MORE & BIGGER HOTLINE PRIZES!!! 


Whether you phone in or write in, all names and addresses go 
into the bag to be drawn monthly. First out will receive £40 


worth of software of your choice plus a CRASH tee shirt; and 
five runners up will each receive three issues of CRASH free 
plus a CRASH tee shirt. 





YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! 





HOW TO USE THE CRASH HOTLINE 


Method 1 

CRASH HOTLINE PHONEAN. Ring the number below. We have had 
to install an answering machine. After the recorded message stats 
your hame and address very clearly, spelling itout Ifnecessary (it's 
an unusual name!) and then state the five games, with producers 
names, starting with number 1 down to number 5. Please do this as 
quickly as possibla. 


THE CRASH HOTLINE PHONE NUMBER IS 





0584 (Ludlow) 3015 


Method 2 

CRASH HOTLINE WRITEAN. Use the coupon below, making sure 
you fill in all the details very clearly. Pop the coupon in a stamped 
envelope and send it to us at the address on the coupon, 


DEADLINE 

Votes for lhe next issue must be received no later than Wednesday 
e9th. February, Votes received after that date will. go forward tó next 
month's issue. 


If you use the phone-in Hotline, you may have to bear with us — |t's 
already proving very popular, which means pau may well find it 
engaged whenyou ring. Try again later, and if all falls use the write-in 
coupon tor safety. 


| CRASH HOTLINE WRITE IN COUPON 


Please use block capitals and write clearly! 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 


| LUDLOW, SHROPSHIRE 5Y8 1DB 


| don't cheat!) Ultimate 
“| certainly seem to be 


BRSB BS & 


With over 7,000 votes cast this 


Hobbit, Penetrator and Fighter 
month (keep em coming, but 


Pilot not far behind and Scuba 
Dive bubbling up. Very nice, 
too, to see the adventure 
utility The Quill well In tha 
running. 


dominating, but Manic Miner 
is again the clear winner. 
Among the older games 


CRASH HOTLINE SPECTRUM SOFTWARE CHART — 
APRIL 26 (17) MAZIACS DK 


é Tronics 
caia e emana indicate last 27 (-) KONG Ocean 


(=)  DOOMSDAY 
1 (1) MANICMINER CASTLE Fantasy 
Software Projects (13) ARCADIA Imagine 
| 2) ATIC ATAC Ultimate (20) TIMEGATE 

(3) LUNAR JETMAN Quicksilva 
Ultimate 31) SPLAT Incentive 

( 5) JETPAC Ultimate (=) FIGHTER PILOT 

| 4j 3D ANT ATTACK Digital integration 
Quicksilva (44) POOL CDS. | 

( 7) HOBBIT Melbourne (21) PHEENIX Megadodo | 
House |-) COOKIE Ultimate | 

t 9) HUNCHBACK (=)  SCUBA DIVE Durrell | 
Ocean (18) JUMPING JACK 

(11) DEATHCHASE Imagine 
Micromega (23) GALAXIANS Artic 

( 6) Z00M Imagine (33) HARRIER ATTACK 

(t0) VALHALLA Legend Durrell 

( 8) CHEQUERED FLAG (50) ANDROID 2 Vortex 
Pston (--j KILLER KONG 

(12) PENETRATOR Blaby 
Melbourne House (=) AH DIDDUMS 

(36) PYRAMID Fantasy Imagine. 

(26) FOOTBALL f-| THE QUILL Gilsoft 
MANAGER (28) ZIP ZAP Imagine 
Addictive (=)  TRANSVERSION 

(15) BUGABOO 


Ocean 
Quicksilva (--)  TUTANKHAMUN 
(34) CHUCKIE EGG A&F Micromania 
(27) TRANZ-AM Ultimate 37) PUSH OFF Software | 
ft)  WHEELIE Projects 
Microsphera (38) TEST MATCH C.RLL. 
(=) ALCHEMIST (| CYRUS IS CHESS 
Imagine 


Intelligent 
MR WIMPY Ocean 50 (|-) KNOTIN3D New 
HALL OF THE 


Generation 
THINGS Crystal HOTLINE winner this month was 
SCRABELE Psion 


Tim Radnor, Barson under 
PSSST Ultimate Nesdwood, Staffs. The three 
STON KERS Imagi ne runners up were; Karl McGhes, 
FLIGHT 


rate, Bristol; Kim Spelcher, 
SIMULATION Psion 


4BRES 


18 ES 


à GÊ RB 


Ei 


o & 


Brentwood, Essex, and Johnathon 
Hale, Great B Barr, Birmingham. 











My top five favourite programs in descending order | 
are: 

| 
HE PRODUCER| 
| . | 
e & | 
— 
4 | 
| e] 
: | 
EE RR — 


| 
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For Spectrum owners who 
like to do a little more with 


their computers than play | 


games, Orion Software's 
Format 4 graphics planning 
System may well prove in- 


valuable, and you get an 
amazing amount of material 
in the kit for your money too. 
The kit was first launched in 
the Four Computer 
Christmas Fair held at 
Wembley and apparently 








Ei 
FORMAT 4 KIT SPJ/1 


Orion Software 


received a very good 
response, the only critic be- 
ing games writer Jon Ritman 
of Artic Computing, who 
complained that the trace 
screen was no good to a pro- 
fesssional because it lacked 
the full 24 lines available to 
machine language. Orion 


' have put this right, and the 


current kits are now equip- 
ped with PROTRACE re- 
usable trace screens cater- 
ing for all BASIC and 
machine code input. 

The kit comes presented 
in a custom-built A4 size 
plastic folder. In the ring 
binder section there are 80 
sheets of 100gsm indexed 
hard copy plans, comprised 
of 


20 detailed UDG plans 
with decimal! notations, 
arranged in 6 groups of 4, 
plus 15 small rough plan- 


eq ners per sheet. Each group 


of four character blocks |s 
divided up into the 8 x 8 
pixels. There are 20 full 
screen PLOT DRAW and 
CIRCLE plans, printed to 
the same size as the trace 
screen, and block grided 
tor use with the scaled pix 
el. 
20 quarter screen plans for 
larger scale graphics and 
routines assembly. 

And 20 general screen 
PRINT plans featuring a 
grid pattern identical to 
TELEPLAN, an optional 
extra which gives better 





We can now offer a limited number of Back Copies to readers 





| Temoved with damp tissue. 


| and jump facilities, altera- 


| Anthe short term or SAVEing | 


| Kit supplied with 
































visual reference to the ac- 
tual TV screen. 


in addition to the plans 
there is a translucent trace 
screen and scale matched 
pixel rule, matt draw- 
ing/backing board of plastic, 
and a Staedtler fine point 
pen, the ink of which may be 


Finally there is one clear 
plastic storage sleeve. 
Microdraw has been devis- 
ed by Micromania, who have 
also used this kit to help 
design graphics for Pengy 
and Tutankhamun. 
Microdraw is a menu-driven 
utility which allows for block 
and hi-res drawings with very 
easy access to erase, skip 


tions of BORDER, INK and 
PAPER colours, printing 
characters and storing work 


completed work. 

Used in conjunction with 
the Format 4 kit plans, it all 
adds up to an extremely 
useful graphics designers 
utility, at what is a very 
reasonable price. 

Format 4 Kit/ISP1 (as above | 
wilh blank cassette) 16.95 


MICRODRAW £21.50 
Protrace Kit/SP2 E3.75 | 
MICRODRA W cassette 26.50 

Orion Software Products are 
at Pippbrook Mill, London 
Road, Dorking, Surrey. 0306 
BB4046 














who may have missed out on 
CRASH issues 1&2 95º cach 
(includes postage) 


Don't wait-they're in short supply! 














Name 

Address 
E Postcode 
WLADY GAMES 


a e T= TT 
EaMES PLAYER 


tenclose E 
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Our erstwhile arcade sleuths, CHRIS PASSEY & 
MATTHEW UFFINDELL dust off their track balls and 
compare some Spectrum “Missile Command" type 
games. 


Missile Command" is the arcade classic in which the player 
defends six cities from enemy missiles. These missiles leave 
traces on the screen, splitting up at lower levels to make life 
more difficult. In addition planes and killer satellites move 
across the screen dropping more missiles. Heat sensitive 
missiles (or smart bombs) are able to avoid vour defensive ex- 
plosions and have to be hit accurately (direct hit) or deluged 
with explosions. Defence is by means of three missile bases, 
each having ten missiles. Any missile you launch will head 
tor, and detonate at the point where your cross wire sight is 
set. The game continues until all your cities have been 
destroyed. The control of the sight is achieved by means of a 
track ball, which gives a very positive, accurate movement 
(analogue) and is very necessary for this type of game. The 
Spectrum games, of course, do not have a track ball provi- 
Sion. 
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Armageddon by 
Silversoft 


This is quite an accurate 
copy of the original in 
layout, and has the six 
cities and three laser bases, 
Each base has its own fire 
button. Although the keys 
are fairly well lald out, in- 
dividual base firing is rather 
difticult with a total of 7 
keys. Because of this, | 
welcomed the computer- 
aided firing optton which 
allows you to fire from the 
nearest base with one key 
press. This has a slight bias 
to the outer bases to avoid 
draining the centre one. The 
Kempston option greatly 
improves playability. 
Graphics are quite good 
and colourful but not very 
smooth. The explosions are 
quite different from the 
original, being clouds of 
smoke. Good sound with a 
nice frying noise adding to 
the feel. There are planes 
and saltellites, also smart 
weapons (move straight 
down). These latter are a lit- 
tte jerky due to character 
position movement. Overall, 
a reasonable game. 


CP 


This has a two-part load — 
vou input whether you want 
to use à Kempston joystick. 
The first thing you notice 
about this version is its 
sound, very good effects. 
The cross hair movement is 
block and not smooth — 
not actually a disvantage as 
the explosions are 
realistically long lasting. 
This version has several 
features which the Softek 
one doesn't like alien craft 
and satellites and in- 
teiligent missiles which 
hover over your explosions 
untit it's safe. Also three 
missile silos and a useful 
auto-fire select. A game 
that is a good copy of the 
arcade original and | think 
is the second best version 
for keyboard use. 


MU 


ARMAGEDDON by 
Ocean 


This is a variation on the 
theme, basically the same 
in essence but a few points 
have changed. There are 
still six cities but no missile 
or laser bases. Your 
defence missiles 'appear 
from the centre of the 
screen, leaving no trace 
behind them. They take off 
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at angles, altering their 
flight path to reach their 
destination (detonation!) 
point. They appear to be 
fired in groups of two with a 
slight pause between 
groups. Explosions caused 
by the missiles are nice, 
big, smooth balloon types, 
very similar to the original. 
incoming missiles, which 
split at lower levels, do 
igave a trace. Due to the 


wrap around screen, any go- 


ing off one side will reap- 
pear from the other. | liked 
this added touch. The 
graphics are smooth (pixel 
movement) There is also a 
spy satellite, but no aircraft 
or smart bombs. The colour 
at one point spoils the 
game by altering whole 
Character squares when ex- 
plosions occur (only on the 
light blue screen). Generally 
control is quite easy but the 
Kempston option is ob 
viously far better. Although 
skill levels are provided 
the game is not really 
challenging enough 
(perhaps because it is 
easier to control than most 
of the others). This is the 
best of the two Armaged- 
dons, and fairly good 
overall. 


CP 


Armageddon by Ocean is 
Kempston compatible 
although you don't really 
need a joystick because of 
the g000 keyboard layout 
and fairly easy game. The 
cross wire sight is moved in 
a very controllable amnner. 
You are allowed 32 plasma 
bolisa to defend yourself, 
which produce a fairly 
rounded explosion, not too 
bad at all. Every so often an 
odd looking space ship 


. passes overheao and fires 


bombs at you. The sound is 
good but the colour is only 
average used, Not such a 
demanding game, so it's 
value is lessenea. 


MU 


Missile Defence 
by Anirog 


This had by far the best ex- 
plosions, they are extremely 
similar to the original — 
perhaps even better! The fir- 
ing is raptd, so you can put 
up an excellent barrage to 
deal with the attacks, 
Planes drop bombs and 
there are smart weapons to 
contend with as well. The 
colours are generally good 
but on one level things are a 
little difficult to see due to 
the colour choice (also hap- 
pens on the the arcade 


a” e i : 


original)! Another small 
point is that the sight can 
sometimes disappear when 
moved quickly. This version 
is really fast and will be en- 
joyed by players of the ar- 
cade version. But the game 
has one major fault — key 


layout. The control keys are 


the cursors, which are bad 
at the best of times. For 
tunately Kempston owner 
are catered for. lronically, 
under keyboard play it is 
probably the worst of the 
bunch, whereas with-a 
joystick it is the best, | 
noted that after about 6 





levels a garbled mess of 
large print appeared at the 
top of the screen but it 
didn't affect the game, 


CP 


Anirog have produced an 
excellent reprod uctiion of 
the original in every way. 
There are 7 keys to control, 
four for direction and three 


for movement. which means 


Vou must possess a weird 
type of hand — or better 
Still, à Kempston joystick. 
All the keys act Instantly 
though. This is the only ver 
ston which has sound ef- 
fects when your missile 
takes off, ending up with a 
really impressive explosion 
(sound too). Detailed fighter 
craft !ly overhead releasing 
even more missiles. Good 
colours and graphics. | 
would pay 10p a game to 


play this one in lhe arcades. 


The best of the Bunch, 


MU 


Earth Defence by 
Artic 


This another game which 
falls down on the keyboard 
layout — all along the top 
row. The game itself has 
tairly simple graphics, the 
exptosions being 
reasonable, Dut inferior to 
those of Anirogor Ocean. It 
5 reasonabia as a game, 
but due to keys, only a 
joystick game really (Kemp 
ston and Sinclair). Three 
skill levels and a 2 player 
option are also provided 


CP 


With this version one or two 
players can play, with a 
choice of 3 skill levels. 
There are 36 missiles tor 
vour defence in this com- 
paratively tame version. 
Every 1,000 points scored 
awards you an extra city. 
The cross hair moves quick 
ly and smoothly, and firing 
a missile results in a 
realistic explosion with 
g90d sound too. | like the 
colour, and it is à good 
noisy version, But its addie- 
tive qualities are slight, and 
its appeal wears off after a 
couple of hours: 


MU 


Cruise Attack by 
Mikrogen 


Here we have a game with 
quite a good key layout. The 
game is a little different to 
the original, having only two 
outer base, each with in- 


dividual firing. End rn 
things are average and th 
defending explosions a 
rather short in duration. À 
barrage of fire is impossi- 
ble. Enemy missiles hitting 
your cities cause a nice lit- 
te atomic clouds. Only 
smart bombs have been in- 
cluded from the original. 
The game is 'alright' but not 
particularly exciting. There 
are no joystick optións — 
lhe keys are akay (they re 
supposed to be user- 
definable, but they're not). 


CP 


Although Mikrogen sav this 
isa version of 'Missile Com- 
mano itisnta close copy 
at all, with only two in 
dependentiy firing bases. 
There are thesix cities, but 
no atten craft. The colour 
and graphics are above 
average and the sight move 
ment keys are well! placed, 
not quite so good for e fir- 
Ing keys though, TR Sum 
sions look good and. 
reatistic but the cross hair 
moves quite slowly which 
makes it difficult to defenda 
properly. 


MU 


Electro Storm by 
P.5.5. 


Although essentially a 
Missile Command' game, 
this one ts rather altered, 
You defend six cities with a 
central laser tower, armed 
with 30 laser bolts. The at- 
tacking missiles are stop- 
ped, not destroyed, by hit- 
ting them on the tip. This is 
no easy task, considering 
that the explosions are in- 
stantaneous flashes. Pin 
point accuracy is required 
when compared to other 
versions. The key layout is 
probably as good as possi- 
Dle, But it still does not give 
enough control to achieve 


such accuracy. The 
graphics are fairly simple 
bui reasonably smooth (noi 
the explosions though). The 
Sound is one of the game's 
better points. Being a bit 
different, it makes a 
change, but keyboard is oui 
here too, Kempston option. 


CP 


This is the onty version to 
have several Keys doing the 
same function, eg. Qto Tis 
Lp. Even so, | found the 
key positions to be badly 
taid out. Sound plays an im- 
portant role in this game. 
Alien missiles tend to 
change direction quite 
often, making life even 


more aifficult and the explo- 


sions ate ultra-short. For 
some reason the screen 
area tor play seems to be 
very limited, | don't know 
why — perhaps it is just 
crowded, Keyboard 
response is good as is the 
Cross wire movement, Ônce 
all the cities have been 
cestroyeo, a great Hashing 
expiosion takes place. À 
fair to poor copy o! the ar: 
cade version, and | thought, 
the worst of the bunch. 


MU 


Repulsar by 
sSofiek 


This game is very similar to 
Electro Storm in several 
ways. lt has lhe central fir- 
ing base armed with 30 


missites; also the explo- 
sions are very short, almost 
flashes. The graphics are 
generally okay but colour is 
poor and stays the same 
throughout the game (in the 
original each sheet has a 
different colour). The 
missile traces don't split up, 
and they all tend to descend 
vertically. The game does 
contain missile-dropping 
planes and satellites, which 
move about very rapidly, 
The Gross wire movement is 
jerky, especially under 
nempston control. Control 
Key play is poor, especially 
with the accuracy required, 
50 the joystick version is 
better. This version is unex- 
eli digo 


CF 


This is one of the older 
Spectrum versions. The in 
lay states all the control 
keys with the exception of 
Fire, which is nowhere to 
be founa. The cross hairs 
can be easily posilioned 
with the responsive, well 
laid out keys. The game 
itself doesn't really speed 
Up as il progresses — just 
more and more missíles 
fred at you. Every now and 
tnen an alien flies over, 
dropping more bombs on 
vou. Explosions are short 
lived — just a flas of white 
and it's gone! À fair copy 
with sound and colour quite 
well used, but nothing to 
write home about. 


MU 


Note on ratings: 
To be enjoyed to the full, 


“Missile Command' games should 


be played with a Joystick (shame there is not a track ball) 
because keyboard play, in general, cannot give the same 
degree of accuracy and control. Although the same may be 


said for many other types « 


of game; 


we are sure“Missila 


Command' fans will agree thai this 15 the game which 
needs it the most badly. Therefore the ratings given below 
nave been split in two, one for keyboard only play, and one 
tor joystick play. The two reviewers figures have been 
averaged as, in general, they turned out to be in agreement. 


|MISSILE COMMAND COMPARISON TABLE 


Ratings are given on a scale 
between zero and 100 points, and 
do not reflect what a game may 
receive in a regular review | 


fer feTa faro 

| Pa 16 |! 
ARAGEDGON Gens | 63 0/0: 58 6 e 1 2 
|20] 95] 99] 25/95] 37] 95] 30/06] 16/5951 
IREI E 


| [5 
na ia ela eia ja ne 
15 [57] 48/10/37] 6/27] 14/45] 16/595] 








E TO WIM 
Pã 





F y , ; Vortex Software are offering 
E À sl readers the chance to win an 
aii E é Android 2. 100 copies will go to 
the first 100 correct entries 
drawn from the bag in answer to 


Ear : As the questions below. 
Don't miss out on this exciting 


| competition! 100 games players 
can earn themselves the chance 
to be a-mazed by ANDROID 2, 
a CRASH GAME OF THE 
MONTH HI 


Vortex Software began life in late 
82 and formed around the 
nucleus of three young men who 
had already been writing games 
software for other companies. 
They were two brothers, Costa 
and Crete Panayi, and Luke 
Andrews. Luke, acting as spokes- 
man for Vortex, says that it just 
seemed natural to progress to 
running their own business from 
having been software writers. The 
'* results were some programs for 

| the ZX8B1, and Gun/aw and 

| Android 1 for the Spectrum. 


Early in 1983 the Manchester- 
based company VORTEX SOFT- 
WARE hit the charts with a 
robot/maze shoot em up game 
called ANDROID 1. After a lot 
of hard zapping work, the 
Android has been updated by an 
even more superior robot — 
ANDROID 2. The new 48K game 
made it straight into the CRASH ea. E 4 

Game of the Month slot for its Es E Android 1 enjoyed a lot of sue- 
fantastic 3D graphics as well as E a cess, but Android 2 is a far more 
for its high-action playability. sophisticated game, both graphic- 
Now, in association with CRASH, | ally and in the playing. Vortex 
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have licensed another Manchester 
software company, Ocean, to 
produce Android 2 tor the Com- 
modore 64, and the version 
should be ready soon. Meanwhile 
the team is at work on another 
action-packed arcade game, 
which is mysteriously shrouded 
under the code name of TLL. 
Luke says they may well keep 
that as the game's actual name. It 
| will be for the 48K Spectrum and 
should be ready in another three 

| to four weeks. 


Our last competition along these 
lines resulted in a large number 
of entries, but remember — it's 
the first 100 correct entries 
drawn from the bag that win, so 
everyone has a chance. All you 
have to do is answer the eight 
questions below and send your 
[answers (on a postcard or the 
outside of a sealed envelope for 
preference) to reach us by the 
last post Tuesday the 24th of 





April. The draw will be made at 
the CRASH MICRO stand at the 
1ith ZX Microfair at Alexandra 
Palace in London on Saturday 
the 28th April. All winners will 
be notified immediately after- 
wards. Please remember to put 
Your own name and address on 
the entry! 


CRASH/VORTEX 
COMPETITION 


To the Android cult, these quest- 
ions will be very easy, but for 
those who are about to enrol, 
seek out a copy of CRASH issue 
2 (March 1984) for help. 


1 Name the author of the 
Android series. 

2 What was the Overall percent- 
age given in issue 2 for 
Android 2? 





3 How many times must a Milli- 
toid be shot before it is 
destroyed? 

4 Android 2 is equipped with a, 
“head mounted Pi 
what ? 

5 Vortex Software describe 
Android 2 as a, “ action 
game”. What sort of action 
game? 

6 What control key must be 
pressed to move the Android 
in a downward direction? 

7 How many times does the 
phrase “Android 2” appear on 
page 13? 

8 Name the three zones through 
which Android 2 must fight 
his way. 


Name, address and answers on à postcard 
please to: 

Crash/Vortex 

Competition, PO Box 10, 
Ludlow, Shropshire SY8 1DB 
To be received by 24 April latest, 
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A NEW DIMENSION IN EXCITEMENT FROM VORTEX SOFTWARE. 


Stop the advance of the Millitoids. Survive the maze PLEASE RUSH ME CM? | 


of death, rationalise the paradox zone “and overcome . Nec era sa SPECTRUM 48K ——— | 





the dangers encountered in the fatlands, KEYBOARD/JOYSTICK OPTION 
Achieve this and return to the 
transporter capsule before the deadline. 
But beware. There are lethal Hoverdroids, 
Bouncers and land mines everywhere. 






[ JANDROIDTWO(S) £5.95 EACH | 


EX TOTALVALUE | fo | 


Enclose PO/cheque payable to VORTEX SOFTWARE. | 
3D full colour graphic effects, machine 











code fast action and multi-screen 7 SC FWARE- Han | 
wraparound zones make Android Two a = E EO AEE el a 
mindblowing action game, =] E PERUA PMDE | 
RE É | Send to mail order address: jt 
SEEK OUT ANDROID TWO AT | VORTEX SOFTWARE 280 BROORLANDS ROAD MANCHESTER M239H0D. | 


ALL THE BEST DEALERS. * | PEALER ENQUIRIES WELCOME-——— | 
— —— vortexare always seeking exciting new programs. Contact us or send sample — 


+ 








Nua 


neaniinas ; a nd a dao ! 
Poll A . É ”, ” Ni 
Pa j dg» E, Fi a, a PO ; a a a, 
1 É 4, É ” Hg p N nm Dn JE 4 a Mas 1 j as 
E" ta of e - ME nr Wed a Ur q UE ig ' nm f o 
o h a a a Ne ” ” e e w 
” d h, E, d he te 2 4 a Cd sa, 
E ke SR ii? o É : , RE 


Fa 
ai im 


e é da ad og 


ng 


a ”, 
>. 





SME OE 


RT DE 


Me 
EN, 


e 
Proa 








e 
E 
4 
PR | 
ho d | 







im 


e 
E a ba prio - ir 
+ a E " 

E e A pera pf 

o hr kr E 

: E 

q “Ea a no k 

ao dm h, q A e 


um me ca ES É ai e e, e — mim o q = 
e maio RS E adia qu Te DS di Si uia ae = Es ee ado 5 - 
o qe e em po E - . = = 
E q ari a oh E al a a a Tm = 
. E a pt ; a e, E "ao im gm 
Ti tel ui Er p=E É e E, | pa 1 a = 
a F e u ag ' E, r a Fr ç . 
E E né a E RR RE ; al E 
as Te aj LE a - 
- E, q E Ng | a LA Ro a n 
pe baç| PA Ze : 
Ro 1 = 7 A 
z E : FF E. ar 
É My J i , 
a % f k º 
E nm a , o 
dh, a 


da yoú pt ár 
 vilhyou survive"? 


e STRESS rio o a E 








o 








uia ACTION ostenta SHOTS. 

Res PEER 

E E 
ITEMENT-YOURSELE“ - 


BLADE AuúBy, E ACTION TION AU TH WAY E 












ARCADE ACTION FOR oi demo 48K) 
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PLEASE SEND ME | 
BLADE ALLEY L I SPECTRUM 48K £5-95 | 
O THE GUARDIAN LISPECTRUM 48K 54:95 
VENCLOSE TOTAL REMITTANÇE OF == =... 0... --- 
MAKE CHEQUE OR PO. PAYABLE TO PS.5. 
AT ATE cd SST ES TIP INSTANT CREDIT CARD SALES TEL(O203) 667556 
o SEND TO P55.452 STONEY STANTON RD, 
COVENTRY CV6 5DG 


TWO || RELEASES 


OOLUF!) 
TUBE WAY ARMY | 





Wirtten by: Martin Buller Written by: Rainbow Sofiware 


From the creators of 'Halls of the Things! “Invasion of the body snatchas/ 
and many other software classics come these exciting new gomes. 


Games to tax your judgement and puzzle ond frustrate vou for months on end. Pardo Se do. 
Don tforge! our other Hes, which have attrocted enthusiaste reviews like , ei ha ki Fe 
“Spectacular, one of the best games ['ve seen”... POPULAR COMPUTING WEEKLY and O Shy 


“Excellent, dengeroushy addictive, could change the Spectrum gomes scene overmight”,., SINCLAIR USER, e. dê dom, : 











INVASION OF THE 





THINGS BODY SNATCHAS REVENGE MASTER 
wWriften by: Neil Mottershead, Written by: Simon Brattel Written by: Morin Horskey Written by: Graham Stafford 
Simon Brottel ond and Neil Mottersheod 


Martin Horsley 


PROGRAMMERS | WRITTEN ANY SOFTWARE THAT COMES UP 
TO OUR STANDARDS? IF SO SEND IT TO US FOR EVALUATION. 
WE OFFER GENEROUS ROYALTIES, 


e et e et a MMnãHãNãÃNÇANQÇÃGÇCGR 


Selected tiles available fróm:=— 


/ John Menzies 






Wiritien by: 





5. Plecse supply: INVASION OF THE BODY SNATCHAS [) £6.,50 
Grahom Stafford HALLS OF THE THINGS / | £7.50 THE DUNGEON MASTER [| £7.50 
other lorge department stores and all good major IT'S THEWOOLUE [185.50 ROMMELS REVENGE| | £6.50 
software retailers. Alternatively, send the coupon to— TUBE WAY ARMY O] 7.50 ZEUS 64/] £9.95 
- CATALOGUE OF LATEST SOFTWARE] 
(IR o | [/8 L ee Ser 
| | ras ADDRESS - 





CRYSTAL COMPUTING, 2 ASHTON WAY, 

EAST HERRINGTON, SUNDERLAND SR3 3RX. 

TRADE ENQUIRIES WELCOME:- Tel: 061-205 6603. 
CRYSTAL COMPUTING IS THE TRADING NAME OF CHANDREX LTD. 


“dl ur Cr licerse 


= 


enclose cheque/p.o: és | 


pi As A a MADE ONO Er A Er 


P & Pincludea. Overseas orders, Dlácica add £1.50 per item. 


E 
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| CAN YOU HANDLE THE ULTIMATE ? FEATURE PACKED, 100% MACHINE CODE. 




















pé THE MOST AMAZING PROGRAMMES, THE SMOOTHEST AND PURE ADDICTION. 
ACTON, THE HIGHEST RESOLUTION GRAPHICS? SO WHICH WILL BLOW FIRST = YOUR COMPUTER OR 
| ALL ULTIMATE GAMES ARE ARCADE STANDARD, YOUR MINDE | 
| vailabhe lrom; VEH. Smi Ss. Joha | 
i ONLY f£ 50 EAC reed a Pura | 
I AM games joystick or storas and all good sofiware retaders. Or send the coupon direct. | H 
Keyboard control) We'll pack and post pour order to you alesolyiedy free in the UK 1] 





|O o 


| Okay,1 dare take my computer to the edge of meltdown. Send me the following: 






| [Cookie [|] Lunar Jetman [] Pssst [| | Tranz Am 
—. | É | lotPar [| | JetPoc- Expanded VIE 20 | | Atic Atac 
| eneclose cheque/PO fer £ Nome = 





Address o 


| Send to: 


Ulimate Play The Gome, BO Ra “aaa | | 





The Green, 


RIU ROMÃ, PLAU THE GAME 
det Pac 16/48K 2X Spectrum Leicestershire, 


| 
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Cyber Zone 


Producer: Crystal 
Computing 

Memory required: 48K 
Retail price: £6.50 
Language: Machine code 


With bright colours, fast, 
detailed graphics and a 


| thoroughly single-minded || — 
The plane swoops in for a bombing run, low over the jamming device 


"idea, Crystal have launched 
an arcade classic with their 
Cyber Zone. It is a shoot em 
up which is as original in 
flavour in his flying saucer 
which revolves at the top of 
the screen On its underside 
| 18 a powerful laser cannon 
which fires a beam 
downwards at you. His other 
weapons include highly 
manoeverable aircrait that 
dive bomb with frightening 
accuracy, and a red 
ed old shaped object 
that he lowers occasionally. 
This has the effect of 'jamm- 
do your fire power. 
he object is to survive 

| long enough with all this go- 
ing on to wear away the floor 
of the Cyber Man's saucer, 
| and then hit him in his onl 
vulnerable spot — his left 
foot! 

The program has a special 
feature which allows players 


to fire the laser with the | Si 
sound of their own voice in- | Producer: Artic 


stead of using the keyboard, | 


although at the pace of this 
game it might be a hazard to 
health through loss of volce! 


CRITICISM 


“The graphics are very 
good, and the sound, which 
| they claim is of arcade stan- 
dard, is — it's excellent. The 
game is very fast to play, fun 
and addictive. It really does 
bring the arcade into your 
home, Plenty of action, | real- 
ly enjoyed it! 

This isn't just a shoot em 
up, although skill and dex- 
terity are required, but 
there's a definite element of 
strategy involved. When the 


Cyber Man lowers one of his | 


wretched fire jammers, the 
saslest way of getting rid of 
it (as it's invulnerable to your 
fire once down) is to sit just 
| under it and wait for one of 
the planes to bomb you, then 
get the hell out and leave the 
thing to blow up. Another 
way isto lure it (it follows you 
around) into a place where 
ou have just shot down a 
jomber and let the bomber 
fall onto If. If you're really 
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just lowered by tractor beam from above. You're the one in purple. 


clever (and lucky) you can get 
the Cyber Man's laser to 
blast bomber and jammer at 
the same time, but getting 
out from under the beam in- 


tended for you is a matter of | 
split second timing. The | 
graphics are superb — the 


effect of the saucer spinning 
round is very effective. The 
graphics, considering they 
are extremely fast moving, 
are absolutely flicker free, 
excellent pixel movement, 
Marvellous explosions too 
with great sound effects, and 


Um sure that in the split se- 
cond before his craft blows 
up, the Cyber Man's head ex: 
plodes first. This is a 
dangerous!y addictive game 
which | shall be going back 
to again and again.' 

This is undoubtedly the 
best arcade shoot em up this 
month for me and indeed for 
some time. Utterly addictive, 
with great sound and 
marvellous,  colourful 
graphics. There's no doubt 
— if you like shoot em ups — 
go out and buy it!' 





COMMENTS 


Control keys: CAPS/Z = 
leftiright, SPACE to start 
firing — it's continuous on 
auto from then on. In 
addition, 1 = sound on,2 
= sound off 

Joystick: none — doesn't 
need it 

Keyboard play: 
exceptionally responsive 
and fast 

Use of colour: very good 
Graphics: excellent 
Sound: excellent 

Skill levels: 5 

Lives: 8 

Features: voice activation 
(not guaranteed) 

General rating: a top class, 
arcade quality and highly 
addictive game. Excellent 
values, 


Use of computer 85% 
Graphics 91% 
Playability 91% 
Getting started TA Yo 
Addictive qualities 90% | 
Value for money 80% 

| Overall 85% 





Memory required: 48K 
Retail price; £5.95 
Language: Machine code 
Author: J. Ritman 


IH you've seen those ads with 
a Cheery bear hanging off a 
ladder with a T on his shirt, 
you may have wandered 
what it was all about. Well lt 
turns out to be Artic's latest 
game, possibly their best 
yet. Ted is thrilled — he's 
just taken delivery of a new 
Sinclair electric vehicle. Un- 
fortunately the batteries 
don't last very long. The car 
stops beside a building site, 
where there are three large, 


shiny batteries for the tak- | 


ing. Unfortunately there are 
also three nasty Bovver 
Bears roving the ladders and 
platforms as well as a green 
dinosaur (scenarios get od- 
der and odder, don't they)? 
The object of the game is 
to get Ted out of his car, up 
the scaffolding and knock 
the batteries down on at a 
time and into the car. À bat- 
tery descends one platform 
when Ted walks through it, 
killing off a bovver bear ifone 
should be underneath at the 





| time. ls only a temporary 


setback however — they 
soon reappear. Once a bat- 
tery is in the car. Ted can get 
in again and drive forward to 
collect the next battery. To 
help him on the scaffolding 
there are some time bombs 
which can leave behind to 
blow up a bovver bear (tem- 
porary again, sigh). Clearin 


the screen results in a dif. | 


ferent layout and four bears. 
On each screen drink ap- 
pears in the form of milk, 
beer and other beverages — 
is thirsty work. Oh — and of 
course, it's worth avoiding 


Ted's battery car runs into some bovver. 


| known tunes played at any of 


bears or dinosaur — they kill. 
CRITICISM 


This game is very en | 
joyable and addictive. Artic 
Say the graphics are of 'car- 
toon quality — a statement 
which turns out to be fairly 
true! The animation of the 
bears is incredible, and the 
sound is very good with well 


4 presettable volumes. Ex- 
cellent.' 
At times, the bears in this | 
ame can be utterly in-| 
urtating, ganging up on you 














Loony Zoo 


Producer: Phipps 
Associates 
Memory required: 48K 


RES | Retail price: £5.95 















E | Language: Machine code 


L | | 
A RS | 
im ETANS W 


dr 


aih 
gi, 


sions when 


one up with a time bomb. 
' Even the transmission drive 
shaft on the car revolves. As 


irom Buck Rogers joins in. it 
al! gets 
Frustrating, challenging, ad- 
dictive — great!" 

“Addictive and fun to play 
— maddening in fact. They 
include a 'Baby Bear Mode' 
for training purposes, but 
once you get downto the real 





ficult. The graphics are ex- 
cellent, really excellent, so 





one of Artic's best.' 


COMMENTS 
Control keys: O/A = 
upidown, OP = leftiright — 


but there are other options. 

Bottom row or0 = time 

bomb | 

Joystick: Sinclair 2, 

Kempston or Fuller 

Keyboard play: very 

responsive 

Colour: very good 

Graphics: fantastic! 

Sound: excellent 

Skill levels: 2 but 

| ERatenAIvo difficulty 

ives: 4 


Screens: several 
General rating: excellent, 
addictive. 


Use of computer 93% 
Graphics 90 4 
Playability 89% 
Getting started B2% 
Addictive qualiíties B6% 
Value formoney 95% 
Overall 90% 







so you can bearly get out of 
the car. The detail and move- 
| ment of the bears is amaz- 
ing!y well done. Other details 
appeal too, like the explo- 
Ou squash a 
bear under a battery, or blow 











each screen gets cleared 
there are more bears — on 
the third à white robotlike 
crealure resembling Iwigoy 
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very heavy! | 






task im- hand it's very dif | 


are the tunes. À finegame — |. 


| Loony Tunes in Loony Zoo — jum 





Author: Tony Barber 








Kind of flying machine. 












= ie dm Rei 
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Wihilst retuming from one of 
those interminable journies 
to the furthest reaches of the 
known universe to recon- 
noitre some useless grid you 
would like to defend against 
SD alien attack craft, you are 
captured by (guess what) — 
aliens, But these are a 
superior life form, and see- 
eb as they are interested in 
other aliens (like you) they 
put you in their Zoo. The only 
way out, you discover (from 
the casseite Inlay) is through 
' alithe cages in the zoo. Each 
cage holds a button (to open 
the door to the next) and a 
ferocious type of alien as 
well. There is a time limit per 
' cage, because if you spend 
too long in there, your jailers . 
will start to chase you in a | 






ping the walking 





é “ICISM 


Bill suppose it has to be 

1 this is a Manice Miner | 

C y. H doesn't have the 
aba graphics of Manic 
ner, nor the complexities 
in the scenario for each 
cage. But none of this is to 
say thatit isn'tworth buying, 
because Loony Zoo is fien- 
dishly hard to play. Each 
cage has a different type of 
alien, each with their own | 
movement characteristics, 
and each cage has Its own 
layout of ledges. This means 
that, like in M M, you have to 
of getting 
again. | 
noted quite quickly that the 
upward route is by no means 
the one to use on the way 
back down the cage. The 
nicely 
animated, especially your 
man who moves and jumps 
vv well. Okay, It's not as 
=mmoth as Manic Miner 
“tis totally addictive and 


learn the strate 


from A to B and back 


Graphics are 


EDas 


t'erly maddening.' 
The 
most addictive | have played. 


IE's difficult, requiring a lotof | 


co-ordination and timing so 














Loony Zoo is a classic 


| type of platform game, 


where you must make vour 
man jump from level to level 
within each screen, avoid the 
rotten old aliens, and thus 
reach the flashing button to 
show you where the exit door 


18 placed. This usually turns 


Out to be right at the op- 
posite point in the cage, 
which neccessitates retrac- 
ing your steps. The demo 
shows six screens — 
whether there are more or 
not will be up to the player 


Since this didn't prove to be | | 


an easy enough game for any 
reviewer to find out! 


at lhe right time to avoid the 
nasties. The movement and 
graphics are very good, as is 
the animation. Apart from 
that, the screens are rather 
plain, with simple blocks for 
the ledges, which | think 
gives a pleasing and unciut- 
tered look, | really enjoyed 
the game and found it dif 
ficult to eventually pull the 


e Ne 
“This just goes to show, 
y*- again, that a simple — 


Evon a well tested idea, can | 


o mn be better than a com 
“ted one. Top marks to 

Ds for their best arcade 
Co yet. It's basically a 


ame is one of the | 


as to arrive at the right place 





| Inside it 


Lives: 3 
Screens: 6 

| Loading: 2-part for 
intersections 
General rating: highly 
addictive, very good. 
Use of computer 80% 
Graphics 80% | 
Playability 90% 
Getting started 76% 
Addictive qualities 93% | 
Value for money 90% E 
Overall 85% 































simpler version of Manic 
Miner, simple in the graphics 
and scenarios, not at ali sim- 
le in the playing. 
da addictive. | rec- | 
comend it.' 


COMMENTS 


Control keys: 6/7 = left 
right, M = jump 

Joystick: none 

Keyboard play: very 
responsive 

Use of colour: quite good 
Graphics: well animated, 
although two reviewers 
noted a tendency for the 
man to land not on top of a 
ledge sometimes, but more 


sound: not much, but good 
Skill levels: 1 
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Pengy 


Producer: Micromania 
Memory required: 16K 
Retall price: £5.95 
Language: Machine code 
Author: Dominic Wood 


Micromania certainly seem 
to have been busy recently, 
and have the distinction of 


being the first to advertise | 


another of their products on 


the loading screen of a. 


game. It's a Va good screen 
too, with the Pengy title to 
ithe left and an ad for 


| Tutankhamun on the right. . 


Will we be seeing animated 
“trallers' for games coming 
to this screen soon? 

Pengy probably needs no 
introduction, and the game 
type has certainly been well 
copied lately. You guide a 
penguin round the lonely Ar- 
tic wastes, except they're 
not so lonely. Snow bees 
chase around after your 

enguin trying to kill him off. 
otection comes In the form 
of being able to shove the 
screenful of 
around, hopefully crushing a 
nasty in the process. Pengy 
can also 'electrify' the wall of 
the screen, making any snow 
bee in contact with the wall 
go dizzy. | 

The peculiarities of each 
version, gives the Spectrum 
range its charm 6 com- 
parison soon?) Pengy's 
enemies in this version are 
less intelligent that In say, 
Freez' Bees, but to some ex- 
tent, this makes the game 
more playable, since you 


have a better chance of get- | 
ting into it. Also, when the | 
fenca is electrified, the dizzy | 


| bugs can be trundied over 
(effect lasts about four 
| Seconds). Another little quirk 
is that the last bee left on a 
screen becomes 
cowardly and runs away, 
often suiciding rather than 
face the Wrath of Penguin 
(which gives bonus points). 
As each screen is cleared. 
(two bees on the first) the 
number of bees gets higher. 
As with some other versions 
those blocks of ice contain- 
ing a bee, are a different col- 
our for two seconds when 
the game starts, and after 
e ipa the bees are 
vulnerable to being trundied 
over for a few more seconds. 


CRITICISM 


'From the nice loading | 
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iceblocks | 


very. 








No one can hear you crosk in the frozen wastes, 


screen onwards, the 
graphics of Pengy are col- 
ourful and detailed and 
amusing. The snow bees 
look positively comical 
before they vanish, and the 
penguin is nicely animated. | 
like this sort of game, and | 
find this version to be the 
most playable that | have 
seen vet. 

'A very good use of colour, 
and good graphics make this 
version very playable. 
Although the nasties are not 
quite so devilish as | have 


seen in other versions, the | 


fact that they are not makes 
it easier to get further, faster. 
As each screen goes by, the 
Ssheer numbers make the 
game very challenging. It 
seems a little peculiar that 
vou often don't have to kill of 
the remaining bug, but other 
wise this Ís & very good ver 
sion, with sensible keys.' 


COMMENTS 

Control keys: A/Z = 
upidown, NIM = leftiright, 
rest of bottom row = push 
or melt or electrify; also 
cursors plus zero. 
Joystick Kempston, AGF, 
Protek, cursor clip ons 

| ard play: reasonable 
>Olour: very good 
Graphics: well detailed and 
animated, a little jerky but 
nothing to complain of 
Sound: good 

Skill levels: progressive 
difficulty 

Lives: 3 

General rating: above 
average to good, and 
reasonably addictive. 


Use of computer 75% 
Graphics 68% 
Playability 73% 
Getting started 75% 
| Addictive qualities 71% 
Value for money T0% 
Overall T2% 








Alien 
Swarm/Arena 


Producer: K-Tel 

Memory required: 16K 
Hetail price: E6.95 
Language: Machine code 


K-Tel, known best for their 
good value records, have 
done much the same with 
computer games now, that 
is, taken older games and 
pacakaged them two to a 
cassette under the heading 





of DOUBLE SIDER. Side 1 
here is Alien Swarm, a game 
from early last year put out 
by Titan. It's a very straight 
forward shoot em up with a 
laser base and various alien 
forms, swarming down the 
screen in attack waves of 50. 
Every few aliens shot, there 
is an update sheet which 


| tells you how many remain. 
' When they are all shot you 
' move onto another type. 


Some are bombs, some drop 
bombs, 

Arena by Steve Curtis, is 
somewhat more original. 
You have been captured by a 
race of aliens who, like the 
ancient Romans, enjoy 
gladiatorial combat, and you 
are in the arena. From all 
directions come comets, 
aimed at you and bouncin 
off the walls to come bac 
again. You are armed with a 
deflector shield for protec- 
tion and deflecting the shots 
not only saves your life but 
also gains you points in what 
is a no-win situation. 





CRITICISM: 


“Alien Swarm is a pretty 
typical shoot em up with 

rawbacks. Movement is 
restricted when firing quick- 
ly and the game lacks im: 
agination. The graphics are 
fairly good though. Arena is 
very original and | enjoyed it 


| on that level. The shield can 


be moved from side to side, 
above and below and your 
man moved right to left as 
well. It all goes quite fast and | 
is improved with the skill and | 
speed levels. Top marks for 
originality but not very addic- 
tive. 

Align Swarm is quite & | 
good game, but very simple | 
and in the end rather boring. 
Arena can be fast, and is the 
best K-Tel cassette but it's 
Still nothing to shout about. | 
think they ll have to do better 
games than this to stay 
around in this fleld.' 

| remember Alien Swarm 
quite well, and wasn't all that 
knocked out by it when itwas 
new. There are so many bet- 
ter shoot em ups around, 
both older and newer ones, 
Arena is quite a lot of fun to 
play, decq poa as you can 
combine 7 skill levels with 9 
playing speeds. The higher 
the skill level, the more there 
5 in the air against you. At 
the same time, the more suc- 
cessful you are, ihe more the 
side walls move in to grab 
you in a smaller area. The 
idea of 'double siders' is 
hardiy new, Abacus almost 
always give you two pro 
grams on one casseite, and 
those are usually original in 
concept. 


COMMENTS 


Control keys: Alien Swarm, 
ZIX leftiright, SPACE = fire: | 
Arena keys are user- | 
definable, rotate and move 
leftiright 

Joystick: Arena, most types | 
via user-definable keys | 
Keyboard play: responsive 
Use of colour: poor to fair 
Graphics: average 

Sound: average, nice effect 
in Arena. 

General rating: fair to 


average 

Use of computer 52% 
Graphics 55% 
Playability 62% 
Getting started 70% 
Addictive qualities 48% 
Value formoney 54% 
Overall 57 Ya 





ALR&R we believe 

that value comes first, 

and we make itour business 

to ensure that we provide good 

quality programs at realistic prices... 

tor your enjoyment. 

ALL ARCADE GAMES NORMALLY HAVE 

CHOICE OF KEYBOARD OR JOYSTICK CONTROL. 
Should you have difficulty in obtaining our products 
from your local Dealer please send cheque or Postal 
Úrder indicating titles FEQUND, for return Of post service. 
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(For any 7X Spectrum) 

You command tha Spectrum Chopper K-1 Gunship-— 
our missãon és to rapel nvading lorces and save lhe 
earth, An acio pacsed origina game an du mecha 
code 


RAP. £5.90 


GOLF 


(For any 7X Spacium) 

Enjoy a game 64 gol! qn the comiort ol your Ou Fiore ! 
ih tha choice of a or 1Ê ho course arvi lhe 
challenge 0! Fairmay, Rough, Irees, Bunmars, NMashr 
& breen Cisolays are in reatistic colour qranhios 

vatr ludl score cards. No ho games are alia” 


RAP, £3.175 


GALAXY WARLORDS 


[For army ZA Spectrum) 

À last achon machine code space game im mich 
you delend your posiior as Galaxy Wario agalns 
atacar enemy Starship. Both your palrol-ship 
amd rockeis are sigerabie. The enemy mever seem 10 
grs up! Full colour acton graghics and sopnd fes 


iá ar 25.50 
GNASHER 


[For any 2X Specirum) 

Tha 'tarmgus  ucademaze game milh tasl machine 
code acto, eucaliam graphnos. CoMour amd sound 
Em -up 24 tha dots petora The Ghosts eat you, or beal 
lhem jo .an energy pu iicho vanlt alicra qro hi rat 
tbm! Mouro Ol addichiva Bum 

with on-sereen scoring and 

heghi-score tape save Capabeéy 


“E agr E4.99 


DEALER ENQUIRIES WELCOME 


R&R Software Ltd. 


5 Russell Street, Gloucester GL1 1NE, 


Tel (0452) 5028 19 





JUNIOR ARITHMETIC 
FFEr amy 2X Spectrum) 

An excellent educabona program for E-9 year aids 
The tum may to fear and practice Adgditon, 
Suttracton, Multipócatos and Digo, Mistaxes 
ara Cocreçied acl ix pismed. along with a rannira 
total 0t cOrrêci answers. 
Territic values at just 


STAR TREK 
(For 48H Spectrum oniy] 


One of the origenal compuier space games. bu this 
program has mary up-daled features cormmally omby 
Iound om larger computer versa. Test yoursell às 


a Commander as your messiga Iahops pos Lo lhe 


maer reaches q! the Galaxy to 
protect Federation Space. lhe 


Starsnip and pourses! Exceto 


ed ja, 24.95 


aro £4.95 


SPECTIPEDE 


teor army TX Spectrum) 
Enjiy tha tri! of this Full machine code arcade game 
Babihe do içadp the Spechoede 3! bay but meatoh Qui 


dor à ri unpreddictabio spadder which és Du ho gel you 
For 108 2 glavens wah Bop scóra and on-sereen hagh 


ei o 85.50 





OTHER COMPUTERS? 


Send SAE tor a full st ol our grow rango o 
Soberana avetabdo for PER! and Pa E 


CALLING ALL PROGRAMMERS.... 


WANTED New, Quality Software. 
send us your latest Program 
for evaluation - NOW, 


AVAILABLE FROM LEADING DEALERS NATIONWIDE 











A, janet save 
to Saturh. 


ghter, white the 
y to safety. 


Pi ——ssen 
Qur lasers destroy an enemy É 
MY ON mothershiP «quttles ama 


In orbit around Earth, and the refuelling dronê heads 


our Way. 


Navigating nto 
a trickY ob. 


a Warp Gate 15 
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THUNDERHAWK (48K Spectrum) — Please debitmy Access Barclaycard (delete as s necessan) ! 
Golf (48K Spectrum) 

Voyager (VIC 20, 8 or16K) 

Liberator (16K/48K Spectrum) À E | enclose cheque PO for£ 

Picture Puzzle (Dragon 32) "| Name 

Riddle of lhe Sphinx (VIC 20, 8 or16K) & | A edrers 

Android Invaders (Dragon 32) 

Bird of Prey (Basic VIC 20) - 
Hopping Mad (VIC 20, 3.5K Exp) Tel: 0547087400 POLL MIN 











ú will you 
” accept this 
mission? | 
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n your Z5 Luna Hover Fighter KNOW YOUR ENEMY 
= you must penetrate the 3 | 
successive Seiddab defensive zones 
and destroy their command base. SIA EICIDTS 
The state of your fighter and its | Em jirhium powered. Combat | 
armaments along with status LX as | PIDLAIBI-ITIAINIKIS]- 


” power level. Status all green. | mm obotically controlled. Ytsan 


) missiles — armed. Susceptible to | 
laser strikes. 


reports of the Seiddab defences is 
given below. 


Good luck! May the power be 
with you. 





IG|AJU|GIE/|S)'| 
ong range propeluene tanks. 
| Status full. Combat shielded. 
Hull temperature status low. 





— (TI EJAJS|EIRIS|- 

à. hort range weapon system. 

nm Iridium powered. Powered up : 
and operational. 


E strike craft Plodium missiles — 
armed. Susceptible to missile 
of laser strikes. 
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ong range weapon system. | €7.95 
Radar homing duodec warhead. ci 
Armed and ready to fire. 





AJEIRIA|LIM | NjE 

4 ontain proximity fuses, 
jexplodes on detecting 

hoverfighter. Susceptible to 






£5.95 ES.95 | 


laser strike. 
= his is the latest and most 
| difficult mission in the long 
running struggle against Seiddab 


aliens — are you prepared to accept EF 


3 ; - + i 7 , - E . 
IRIAIDIAIR|- PRE ANE | mjisisiijeisitLiO! | 
ong Fr ange, over the norizon Available for +8K Spectrum from all leading “inal line of defence — self | 
| Ssensors. Tuned to the plasma software dealers including Boots, John am activatina. Hewstron | 
output of Seiddab hover fighters. Merzies. Spectrum Computer Centres, etc. Warhe au reino to laser strik 
: SLTIRE. 





Avatiabie for other popular home micros s00n. 





NlAlvielalrioln|: 


alulilelalrio IN: | — Ness! — | jejoTmImIalNIo|islAlsiE) | À 
GER OO RT RI 566 Milton Trading Estate E) our objective — heavily de 
mm command base. Head up path Milton, Abingdon, Oxon OX 14 4RX | mm defended requires many strikes | | | 
display. ———————s | to destroy - you must not fail. 














== Qurici: 


3D Seiddab 


| Attack 


Producer: Hewson 
Consultants 

Memory required: 16K 
Retail price: £5.95 


| Language: Machine code 


Author: Steve Turner 


in a world turned upside | 
down and back to front, the | 


Baddies are back again as 
seiddab. We first en- 
countéred them in the 


| deepest reaches of space, 
| aloneinourattackecraftin3D 
opace Wars. Now the Seid- 


dab have landed on earth 
and are attacking the cities 
at night. 

You afe in control of a 
Drone' — a sort of remote 
control modern tank, patro!ll- 
ing the streets on the look 
out for the Seiddab space 
ship in your sector. The 
screen display shows a 
cockpit view through the 
front of your tank, the details 
ofits armour plated front and 
hatches before you. Beyond 
that, the darkened city 
streeis stretch out in 
perspective, the sides lined 
by glass tower blócks ablaze 
with Mmyriad lights, their in- 
habitants evidently happily 
unaware of the nightmare 
taking place outside. 

Below the cockpit view 


| there is a local A to Z street 
| finder — a 


radar which 
shows the city blocks, 
streets and the enemy fliers 
as well as your own position. 
This radar actually wraps 
around top to bottom and left 
to riqnt, and so is theoretical- 
ly infinite. To its left are your 
three drones (lives) and the 
status of your man. To the 


right are the scores for | 


players one and two and the 
hi-score. 

The object of the game is 
to destroy at least ten Seid- 
dab (on the first screen — 
more later) at which time 
your radar will detect the 
Task Force Leader and iden- 
Hfy him by a trail left on the 
radar. To clear the screen 


| you must destroy him 
whereupon the action swit- | 


ches to the countryside. 
CRITICISM 


“The game is fairly decent 
but a litile on the slow side. 
Reasonable graphics and 
good explosion effects. | 


tiá 








ajajajafafafala DO | 


Colour sersen above — a fistful of baddiss bomb the bezazz out of Birmingham. 


found my interest began to 
wane quite soon”. 

The 3D graphics work 
really well in this game, 
which almost borders on be- 
ing à simulation. The city 
streets of Birmingham ma 
not be so wide, but the night 
time view of this city centre 
certainly looks like the Bull 
Ring Centre! | liked the idea 
of your drone's missile laun- 
cher, which fires from above 
your heao, leaving a smokey 
trail behind it, as ithomes in 
on the Seiddab attack craft. 
lt's path can be guided by 
keeping the enemy fired at in 


the sights — not an easy | 


task as they jiggle about all 
over the place, often sneakily 
firing from outside your 
traverse range. Forward con- 
trol is automatic, allowing 
you to traverse left and right 
and raise or lower the gun 
sight. You can turn at right 


angles only at street in-| 


tersections. It is quite dif 
ficult to find and track down 
the task force leader, but 
thrilling when you finally 
spot him. The next screen 
cuts to the countryside, with 
the city twinkling in the 
distance, and the Seiddab at- 
tack in waves, dropping 
bombs on you which you 
must shoot down before they 
tand. | liked this game much 
better than 3D Conbat Zone 
or Rommel's Revenge.' 

The graphics work very 
well, with only one com- 


'* plaint. You" are the flashing 


dot on the radar screen, but 
in the heat of battle it's very 
confusing and might have 
been beiter if “you” could 
have showed up in a different 
colour to those of the enemy 
dots. You must watch your 





| Below — retiring to the peace and quiet of the country proves fruítlass, 


AONDE KA 


ROTA] (LIT 





ammo, although the Hewson 
drones seem to have a 
generous amount on board. 
Al in all, quite an enjoyable 
and challenging game. Don't 


be put off by its apparent | 


Sslowness at first, it grows on 
you anyway. 


COMMENTS 


Control keys: Cursors with O 
to fire 

Joystick: AGF, Protek or 
cursor clip on, and 
KRempston (watch out for 
Kémpston command during 
loading) 

Keyboard play: responsive 
Use of colour: reasonable 
and realistic 

Graphics: good 3D, fast and 
smooth with good 
explosions 

Sound: reasonable 

Skill levels: progressive 
difficulty 

Lives: 3 

Screens: 2 

General rating: One review 
unimpressed, but the other 
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two liked it a lot. Good to 
very good, especially 
considering that it's all 
packed into 16K. 


75% | 


Use of computer 

Graphics T9% 

Playability 81% 

Getting started 78% 

Addictive qualities 83% 

Value for money 78% 
79% | 


Overall 


Language: Machine code 
| Author: B. Williams 



























































Trom 


Producer: DK Tronics 
Memory required: 16K 
Retail price: £5.95 


The . Greater Intergalactic 
Stack & Nibble Co could be 
the alias of this grid-oriented 
game which, as it states on 
the inlay, is a task quite sim- 
ple to understand but not so 
easy to manage. 

At the centre of the screen 
is a flery furnace. You are in 
control of a bitsearcher. In 
the corners of the screen are 
the bits, and as the levels are 
progressed through, | 
elsewhere on the screens as 
well. The idea is to collect | 
the bits with your bitsearcher | 
and carry them to the fur- | N 
nace, drop them in and in- | && 
cinerate them, This is done | 
by running across the top of 
the furnace, but going into it 
will result in death. 

Everything would all be 
hunky dory and as boring as 
helt's fire if it weren't for the 
bytes which bounce around 
the screen. These are long 
(centipedal?) shaped things 


A blurr of bytes, nibbling and pixetating around Trom, 






which keep rebounding | 


along the same path from 
top to bottom and some from 
side to side. Additionally 
there are nasty green nibbles 
on patrol, which run around 
the edge of the playing area 
firing poisonous pixels into 
the screen. 

The more bits you in- 
cinerate and screens you 
clear, the more of everything 
there is, more bytes, bits, nib- 
bles and pixels until your 


| stack is overflowing. Oh, and 


the walls are electrified! 


CRITICISM 


“The joy of this game is 
that it is almost completely 
mindless, the sort of game 
where you stare at the 
screen and play by feel and 
reaction. The graphics are 
essentially simple and quite 
small, although the flery fur- 
nace is completely realistic. 
Everything moves with 
reasonable smoothness and 
the keys are positive. You 
can move in four directions 
to collect the bits and in- 
cinerate them. As each level 
poss by it gets harder and 

arder. The game doesn't 
have o developments to 
expand it, but that doesn't 


matter either. it's tremen- 

à | dous fun to play, the sort of 

” | gameto go backto again and 
| again 

| something to hone up the ar- 

| cades skills. 


etween others, 































upset the rhythm 
established. On 


COMMENTS 


redefinabile, 


responsive 


smooth * 
Sound: good 
Skill levels: 3 


hard 


Graphics 
Playability 
Getting started 


Value formoney 
Overall 


In between dodging the 
| snake-like bytes, avoiding 
the electrified walls you're 
as likely to get killed off by 
the poisonous pixels. On | 
higher levels they come at 
you like a flight ofarrows and | 
from all compass points. 
This is à very simple game 
that manages to be very ad- 
dictive and great fun to play.' 

'Good sound and lively 
graphics combined with the 
idea, make Trom very 
' playable. You have to avoid 

getting into a rhythm which 
can be fatal when two bytes 
coming to a comer from op- 
' posite compass points 
' bounce off each other and 


screens it all become en- 
loyable confusing and ex- 
tremely fast. Watch out for 
the three levels — 1 and 3 is 
| slow, not the other way 
| round: 


Control keys: excellent — 


upidownileftiright needed 
Joystick: almost any via 
user-definable keys 
Keyboard play: very 


Colour: simple but effective 
Graphics: small, one- 


character size, amazing fire 
affect, generally quite 


Lives: 7 on easy level, 3 on 


General rating: simple and 
excellent value, addictive. 


Use ofcomputer 


Addictive qualitios 85% 

























you have 
the later 
































90% 
65% 
88% | 
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83% 
82% 






































Winged 
Warlords 


Producer: C.D.S. 
Microsystems 

Memory required: 16K 
Retail price: £5.95 
Language: Machine code 
Author: M. Lamb 


Based on the arcade original 
'Joust', Winged Warloros is 
one of three versions for the 
Spectrum of a game which 
| achieved an almost cult 
| status, and yet has been 
rarely copied here, 


The basic object of the | 


game is to joust with your 
oponents and dismount 
them from their flying 
| Ssteeds. This is done quite 
simply by being higher up the 
screen than they are when 
| YOU meet in combat. 

The first version for the 
Spectrum was Joust, renam- 
ed Ostron by Softek. Winged 
Warlords does not follow 
quite the same pattern, 
which makes it good value 
even If you already own 
Ostron. The screen sports 
six platforms arranged In 
| twos one above the other on 
the left, centre and right of 
the screen, offset so they ac- 
tually make up four separate 
levels. Your enemy are blue 
men mounted on blue flying 
horses, and they bound 
about the wrap-around 
screen at a falr pace. There 
are three of them (although 
by wrapping around it seems 
at times like there are more). 
You are mounted on a white 
flying charger. If you dis- 
| mount a warrior, his horse 
will flap off and the dis- 
mounted man sinks to the 
ço or a convenient 
edge and awaits the retum 
Of his steed. When the beast 
returns it will be red and 
make the knight a red warrior 
— these tend to be more ac- 
curate in their attack pat- 
terns. The way to avoid thisis 
to kill off a dismounted 
Knight as 800n as possible. 

ge other serious problem 
is the red Evil Bird of War, 
which appears at random 
and is invulnerable to your 
lance, 


CRITICISM 

“This is a do typical 
jousting game with good 
graphics and sound. Your 
horse seems to have a cer- 
tain amount of inertia, i.e. he 
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Flying squad in jousting competition. 








will slow down and stop 
before going in a reverse 
direction. This can make 
manoevring rather difficult 
at times, but it all adds to the 
fun. The game is a good 
'“Joust'. | recommend it. 
This is a game with quite 
simple elements so a screen 
picture of it can be 
misleading because it 
doesn't show off the 
graphics and the type of 
movement, which is the 
game's charm., Actually, | 
think the graphics are 
marveilous, fast, detailed 
and well animated. The 
horses tuck up their legs in 
flight, but as they approach a 
ledye they put their feet 
down ready to land, and their 
wings flap very convincingly. 
The real skill is in an- 
ticipating movement since 
your steed cant just turn 
when you wantitto — ithas 
to 'brake' first, When you dis- 
mount a knight, or are dis- 
mounted yourself, the freed 
horse just flap off the side of 
the screen and vanish. You 
are then 'reborn' somewhere 
else until all your lives have 
gone. A difficult game to 
master and fun to play. Pity 
there weren't more skill 
levels in it to make it ab 
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' Producer: Abacus 


Memory required: 16K 
Retail price: £5.95 
Language: Machine code 
Author: Kevin Flynn 


Proteus is the fourth game in 
a series (all four may be 
bought in a games pack as 
we reported in last month's 
issue, price £14.95) which 
began with Avenger and Sen- 


solutely top notch', 

Ts a simple game idea, 
but very playable and quite 
addictive because of the 
speed at which it has to be 
played. | would have thought 
there could have been more 
developments than there are 
to give skilled players 
something else to do. Butthe 
graphics are marvellous. 


COMMENTS 
Control keys: Simple, 2/X = 


| heftiright, SPACE = flap 
| wings 


Joystick: none 

Keyboard play: responsive, 

but with built In interia 

ns tg fairly simple 
raphics: very good 

sound: good 


Skill fovoio: 1 

Lives: 4 

Features: 1 or 2 players 
Loading time: 45 seconds 
General rating: good to very 
good and medium addictive. 


Use of computer 17% 
Graphics 83% 
Playability 80%% 
Getting started 72% 
Addictive qualities 80% 
Value formoney 79% 
Overall 


T9% 
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tinel. This is a fast and let 


| shoot em up game with 


asteroidal overtones. 

A Quadrant of the enemy 
galaxy, littered with planet 
debris and patrolled by 
hostile aliens, stretches bet- 
ween your main battle fleet 
and the enemy's planet. The 
object is to destroy the 
enemy's communications 
system which consists of 
four transmitters, one in 
gach corner of the quadrant. 
A chart shows the quadrant 


"with the squares containing 


the transmitters in yellow. 





The alien craft are armed 
with heavy laser cannons 
and are very intelligent. Ifyou 
succeed im clearing them 
from a sector you will be at- 
tacked by hunter craft which 
fire homing missiles at.you. 
Your craft are armed with a 
laser and (the famous 
Abacus) guided missiles. lt 
can rotate or thrust at two 
speeds. In addition to 
destroying the transmitters, 
you are supposed to clear a 
path through the very dense 
debris, so that your battle 
fleet may advance safely. 

The cassette also con 
tains a bonus game on the 
flip side called Android Pit 
Rescue. 


CRITICISM 


'Abacus games tend to 
have a lot of control keys, 
thisis no exception (5 keys 
for control, same 5 keys for 
weapon control). The 
graphics are rather small 
and simple, and the game 
isn't as much fun as it could 
be because of the control 
keys. Not very inspiring to 
say the least.' 

“The screen is packed with 


| debris which you must clear, 
| but in fact the debris itsell 


contributes to your defences 
against the very fast and 
ecisive enemy craft. This 
isn't just an aim-welland-fire 
ame, strategy is involved 
vo. The enemy will fire at 
your guided missiles, so 


| When there are tour or five in 
| a sector, 
| them by flying the missiles 
all over the place, so they 
turn and fire. This can delay | 
their inexorabie move | 


ou have to fool 


towards you and sometimes 
allow you to get a burst off 
with the short range laser 
and get one of them. 
Sometimes you can. fool 
them into firing at the missile 


as you sweep it past very. 


close on a tight curve, and 
then blow it up when it's in- 
side their defences, and 
them with it. The arames 
are small but very sharp and 
fast. To make life easier the 
weapons and ship control 
are on the same keys — the 
ship won't move, for in- 
stance, If you have just fired 
a missile, so that the rotate 
keys will guide the missile. 
Very adoietive.' 


“The enemy craft are very 


fast, defensive and in- 
telligent — a group will at- 
tack your possition, and 
while you are firing at them, 
another will try and sneak up 
on you from behind. The idea 














| behind Proteus is simple, but 
| also very playable. Controll- 
| ng a quided missile can be 

difficult, not to say suicidal, 
especially when they are as 
guidable as these are. If you 
clear a sector you should get 
out fast, the hunters have 
guided missiles too and they 
are fatally accurate. This 
game will take à long time to 
master and has a very good 
addictive quality.' 


COMMENTS 


Control keys: AIS 
rotate/guide missiles, 
SPACE = thrust, SPACE & 
SYM. SHIFT = boosters on, 
SYM. SHIFT = fire photons, 
M = fire missiles, SPACE 
= detonate missiles, K = 


alactic map 
Joystick: none 
Keyboard play: exceptional 
fast and responsive 
Use of colour: goód 
Graphics: simple but 
effective 
Sound: good 
okill levels: 5 speeds 
Lives: 5 
Screens: 20 battle grids 
General rating: for players 
with fast fingers, an 
addictive game. 


Useofcomputer 60% 
Graphics 58% 
Playability 67% 
Getting started 74% 
Addictive qualities 68% 
Value for money 65% 
Overall 66% 


The Abagus tetralogy moves into enemy territory with those lethal 


quided missilas. 
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Double 
Trouble 


Producer: Starlite 
Memory required: 48K 
Retail price: £5.90 
Language: Machine code 
Author: Tim Boone 


Double Trouble is a new 
game from a new company 
written entirely in machine 
code, and which claims to 
use over 150 UDGs. The 
basic idea seems quite 
original — Tarmac Tim is à 
painter on of yellow lines (the 
sort of person who normally 
heralds the coming of Yellow 
| Meanies and parking 
tickets). You must guide him 
around busy Sinclair Road, 
painting lines as he goes, 





| Surrounding the various 


pedestrians with them. The 
idea is that the numerous 
cars canteross a yellow line 
and so won't run over the 
pedestrians who resemble 
Custer making his last stand 
at Little Big Highstreet. At 
the base of the screen is 
Tim's shed and some 
houses. lf Tim runs into 
these, or any of the cars, he 
is killed and spills his can of 
vellow paint everywhere. 
Mucky! 

In fact, in some respects 
this game resembles 
Romik's Shark Attack In as 
much as you set out to pro- 
tect something by weaving 
something around it to keep 
the monsters at bay. 


CRITICISM 


There's a nice static 
display but generally the 


graphics seem to be rather | 


| with yellow lines to 
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Kesp Death off the Sinclair Road — paint a yellow line ... 


badly proportioned and the 
movement |s a bit jerky. Line 
drawing is an odd affair; 
when you turn corners gaps 
are sometimes left. The 
game lacks playability and 
hence, addictivity. | was left 
unimpressed, 

Iwonder whether this was 
play tested? The likiihood of 
getting Tarmac Tim from his 
starting point to where the 
three randomly dotted bun- 
ches of pedestrians stand 
seems almost impossible. 
They turn to skulls and cross 
bones within seconds as the 


“tiny cars dart around like 


mad wiping them out, This 


| then leaves you with time on 
| your hands with nothing to 


do but surround sina 

(cep the 
cars away until the 'shift' 
runs out. The cars are allow: 
ed to wrap around as well, so 
your chances of surviving are 
pretty remote. All this makes 
it sad!y unplavable.' 

'AlI the elements of this 
game seem to at odds 
with themselves. | know 
things are never entirely real 
in computer games, but it 
seems odd that the 
pedestrians (for the few 
seconds they are alive) are 
ten times as big as the cars 


which kill them. Also Tim | 


can't draw yellow lines to the 
top or edges of the wrap 
around screen, so he has no 
chance of protecting 
pedestrians placed at the 
edges. Sorry, it just doesn't 
work. 


COMMENTS 


Control keys: Q/A = 
upidown, OP = leftright 
Joystick: none 

Keyboard play: responsive, 
4 directions 

Use of colour: good 
Graphics: okay on Tim, 
laço jd on cars 
sound: above average 





Skill levels: progressive 
difficulty 

Lives: 3 

General rating: a good idea 
spoiled by the gameplay 
elements. 


Useofcomputer 55% 
Graphics 50% 
Playability 30% 
Getting started 50% 
Addiciive qualities 38% 
Value for money 35% 


Overall 43% 








Castle 
Colditz/Battle 
of the 
Toothpaste 
Tubes 


| Retail price: £6.95 


Language: BASIC & 
machine code 


Castle Colditz the first sida 
of this K-Tel DOUBLE SIDER, 
isa  textonly adventure, 
where you must escape from 
the famous German Prisoner 


"ofWarcamp, which was = 
a 


posed to be an impossib 
task, though many allied 
risoners did get out. 
hether you will get out is 
largely dependent on 
whether you really want to 
get in to start with. 
Battle of the Toothpaste 


| Tubes is a complete con- | 


trast, an arcade game with a 
theme which encroaches | 


W7 











A ring of confidence is your only defencs. 





upon the hallowed ground 
first trod by Imagine with 
Molar Maul. it's quite dif 
ferent however. Here vou 
must guide a 
toothpaste tube, which lies 
on its side pointing to the 
right, and fire blobs of 
toothpaste so that they land 
exactly on the head of the of 
brushes which are rising on 
the right of the screen. If you 
ao a blob on the handle it 
ounces back and you lose a 


life if hit. Below you are 7 | 


other toothpaste tubes firing 


up at you, and at the top a | 
pair of false teeth go flashing | 
across the screen. To guard | 


against attack by the lower 
| tubes, there is a fluoride 
shield which vanishes as 
| So0n as you start shooting 
again. 


CRITICISM 


'Colditz is text only, but 
this adventure is not up to 
the standards expected to- 
day. B.O.T.T.T. is a simple 
game that doesn't have 
much point to it. Although it 
has responsive graphics, 
they are rather poor.' 

| have nothing against 
text-only adventures, indeed 
a good one is better than a 
graphics one as far as | am 


concerned, but with such | 


adventures, the use of 
descriptions and the way 
they are written (| don'tmean 
programmed either) is essen- 
tial to the creation of at- 
mosphere and therefore, en- 
joyment, On that score Col- 
ditz fails abysmally. It's a 
series of barren rooms with 
poor descriptions and a few 
| directions available. Simply 
no fun at all. The arcade 
game included on the tape is 
quite original, but somehow 
all the elements are mismat- 
| ched so that It is difficult to 
play in a silly way. 

With Colditz there was so 
little atmosphere that it fail- 
ed tobe exciting and | rapidly 
got bored with it. | managed 
somewhat better when it 
came to toothpaste tubes, 


although the fluoride barrier | 
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| good 
large | 





proved ineffective against 
dentures! The game is fun 
and original. thas some very 


sound. 
the number of keys required 
(7) and the economy bumper 


sized toothpaste tube you | 
| the centre towards the top 


control, which is so large it 
becomes a ludicrously easy 
target to hit, hence more 
time is spent avoiding shots 
than actually shooting. But | 
still liked nt” 


COMMENTS 


Control keys: (B.O.T.T.T,) 
Q/A upidown, O/P leftright, 
SPACE = shoot paste, N 
= drop paste, | = fluoride 
shield 

pi apo Pp cd 
eyhboard play: responsive 
BOTTT) one 


se of colour: good 
B.0.7.7.7) | 

raphics: good (B.O.T.7.7.) 
Sound: fair (B.O.T.1.7.) 
Skill levels: 3 
Lives: 5 
General rating: poor 
adventure, average arcade 
game 


Use of computer 53% 
Graphics 43% 
Playability 60% 
Getting started Se 4 
Addictive qualities 50% 
Value formoney 40% 
Overall 50% 
SE TT EE 


Triplex 


Producer: Workforce 
Memory required; 48K 
Retail price: £5.50 
Language: Machine code 


This Isn't so much a tape 
with three games on It, as if 
is a game with three distinct 
parts. The common theme is 
your weird looking space 
craft which could have come 


graphics and nice | 
he main problem is | 





from a 1950s Dan Dare comic 
strip. 
All three parts are linked 
by a pause for breath and the 


Workforce clenched fist | 


logo. Part one pits you 


| against a bunch of runaway 


moons which fill the sky, 
moving in a variety of direc- 
tions. Your crafts laser's 
converge at a hot spot and 
you must centre this hotspot 
on the moon to be destroyed, 
although it takes some time 
before they glow white and 
explode, When the screen is 
cleared of moons you can 
move on to part two. 

Here you are in a strange 
part of space where a fine 
dust of debris moves in op- 
posite directions away from 


and bottom of the screen. 
Touching any of it is instant 
death. As well as the debris 
there are several alien 


creatures floating around 
which you must avold as yóu 
cross the screen four times 
in succession to get through 





direction keys are used in 
combination to fire. Not very 
addictive | think, but certain- 
ly Unusual and interesting.' 

“The second part of the 

ame is a bit like a celestial 
Frogger' although it.aiso 
reminded me of the bit where | 
the Israelites cross the Red 
Sea. Each section has its 
own edifftctulties and re- 
quires its own sort of skill to 
Survive, especially the third 
bit. The graphics are dit 
ferent, well detailed and 
smooth. | thought it was 
quite good." 

Three games in one, can't 
be very good, | thought, but | 
was wrong. Getting across 
screen two |s difficult and 
destroving all the ships on 
screen three |s even harder. | 
like the way your ship starts | 
off huge (made up of 
magnified pixels), filling the 
screen, and then zooms 
down to playing size on the 
start position of the screen 
before each life or section. 
It's a very good idea.' 





Excellent, thres dimensional looking moons in Triplex. 





to part three. After your se- 
cond crossing a winged bird | 


adds to the fun, travelling 


| diagonally. 


In part three you find 
yourself at the left of the 
screen firing across at 
several hunter killer ships 
which fire groups of missiles 
back at you. These heat- 
seeking devices are extreme- 
ly accurate. 


CRITICISM 


“This is à very unusual 
game, not at all in the 
mainstream of arcade 
games at all. The graphics 
are very inventivo, almost 
gothic, and quite muted in 
colour. The shading and 
detail on the moons is very 


good, even managing to lool | 
like sda out of Satr 
ing your ship | 


Wars. Controllinc 
is quite difficult as the four 





COMMENTS 


Control art UQ = 
upidown, OP = left right, 
and pressing any two 
together fires laser 
Joystick: none 

Keyboard play: responsive, 
although a little odd with 
firefmove control linked 
Use of colour: good 
Graphics: goo 

Sound: 00d sound and 
varied 

Skill levels: 1 

Lives: 5 

Screens: à 

General rating: above 
average and unusual. 


Use of computer 57% 
Graphics TO% 
Playability 68% 
Getting started 70% 
Addictive qualitios 65% 
Value for money 66% 
Overall 66% 








EITHE = 
PTE PEMINA LE MAN 


Re 


HOME OF THE VICIOUS DESPOT 
VILGARRE — HIS JUSTICE WAS 
SWIFT, UNFAIR AND PERMANENT; 





SomE EIlTS WERE 
POWNRIGHT 
WICKEP 

THE CITY OF KEBWCE, 
FOR EXAMPLE nu 


— THEY ARE 
GUILTY OF BRIBING 
THIS MERCHANT AT 
HALF THE APPROVED 


f — AND SPIKE THE 
MERCHANT 

“ BLONGSIPE 
“THEM a 


BRENKFAST SIR, 
E) vour cases ARE 
E FINISHEP FOR 
mn TODAY. 


HAVE HELE CUT 
[| FOR THE FULL AMOUNT, 
ALL YOUR PROPERTY 


| ERING THE HERETIC, | 
15 FÓRFEIT TONE: “A 


HE CAN AMLISE ME | 
WHILE | ERT mw 


THE 'HERETIC' — ONE DE Dad [io aa E dERETIC, f WHET ARE 
8 ARCAPIA 5 PRSSENGERS ERA THOSE CUT THERE & 
[O CAPTUREP By VILGARRE'S| THE TRUTH — OR My 





“GOOD a 
MORNING, HERE TLE-/ 
15 THIS NOT A FINE 
VIEW] OF THE PAINTINOS 


V/ES SURE / THEY RE 


ceia "ANPTHING 


PF 


MEN WILL USE 


| THE KNIVES 


AGERIN o 


A LIKE Tiis ONE — THEY ARE 
à NOT PICTURES FBINTEP BY 
» vOUE GOPS/ |-I KNOW 
vol PON'T BELIEVE 
ME -—BUT THEY RE RERL, | 
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[OH | BELIEVE YOU,HERETIC— 
NHAT LUBNT TO KNOW IS. 
'HOW PO 1 REACH THEM. pr 
HOW CEN | TRAVEL TO À À 
THESE “gondii E 


[= SHIPS TO SPREAD N 
mt EMPIRE raid ad 
THE SKY, lo 





OF YOUR 


RAM DEAR HERETIC. 
E ue FIND 





















* IN STARSHIPS — 
VESSELS WHICH MOVE 
” THROLGH SPACE/ BUT | 
KEEP TELLING YOU | PON'T 
KNOW HOly THEY WORK, 
ICAN'T BUILP ONE; 
FINE CROSS — SK 
CROSS -HE KNOWS / 





















a WILL MEKE IPS 
"FOR ME, SHIPS TO 
TAKE ME TO JHESE, 
'PLANETS' - 














CROSS, THE LEADER DE THE. Es BUT MY GRANDIS! RE 
IARCADIA 5 SURVIVORS, pal erçaie E TOLD TALES OF PEOPLE 
WAS ALREADY SEBRCHING [DO] WHO TRAVELLER IN 
FOR B SHIP — BUT NOT TO [RA THE SKTIN GRERT 
| SPREAP VILGARRE'S REIGN | q FLYING WAGONS., 
OF TERROR. HIS OBJECTIVE | BELCHING FIRE — 
WAS TO GET HIS PASSENGERS HUGE SMOOTH 
H FRROW-LIKE THINGS 


OME. 
HE SRD ria 
























ONU THINGS 
Ê ' LIKE THAT 
HARE THE RELICS — 
usÊs e corivEs PRIESTS CLAM THEY WERE MADE 
SHIPS WOUILDP BE BY THE GOLS CN HENPS — 
 uURE THAT — PRE. | THEY GUARD 'EmM REAL HERE 
| THERE NONE LEF Tu? WAY OUT IN THE PESER Ta 


“ue presto 
TERCU THAT THE sky ERA o 
















IS BR PICTURE RR 


“TRAVEL TH ERE IS 
IMPOSSIBLE us 



















OLP MAN, MUST GO 
TO THESE RELICS, 
| WILL YOU HELP ME By 
GING SHELTER TO 
my PEOPLE INHILE | 
NMBKE THE JOURNEY FP, 










Fi Tre. SOLENE 
sam NOT LONG pt 






"| PRSSENGERS INTHE | 
"ISAFETY OF THE VILLAGE, | 
CROSS, JIN KIMAS ANE | 
MANDRELL SET QUTim + 














E THEY 

HAVE FOOD «AND 
THEW'LL SHARE IT, 
THERE WELCOME 
HERE, FRIEND, 












[— BUT THERE WERE AMPLE REMINDERS 
| THAT ITIVAS NOT SAFE EITHER A 





| STORY BY KELVIN GOSNELLs DRAWN BY OLIVER FREY e 
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CORRECT, THE 
| SHAPES ARE COMPATIBLE 
/ UNTH SHIP HULLS. TRACES | 
OF NUELERAR ACTIVITY Too, 
MOVE TO THE RIGHT — WE 
COME IM FROM THERE, IT IS 
NOT WELL GUARDEP — . 


| THESE ARE SHIPS, THIS WAS 
ONCE À COMMAND OR GUIPONCE | 
CENTRE — IMUST INTERROBATE À 
WHAT 15 LEFT OF ITS MEMORY, 
YOU MONITOR DUTSIDE m 
THREA TS - 


LEAVE IT, 


| MANDRELL— 


HE CAN 
| WHAT 7 WHO ? 
E ARESOUKIPPING? | 
NO ONE CAM 


— HE, | 
"MESHING PIRELT 
WITH THIS OLD : 
SSTEMS STORAGE 
BANKS = 


PRETTY NEAT TRIER! Y 
BET HE COLLD am 
CLEAN UP A FORTUNE 
MANIPULATING THE 
GRMEBLING MACHINES 
EH, JIN 7 


YOU WERE RIGHT, 
BHCROSS — THOUGH 
PIGOP KNOWS 

HOUy Err 


| KNOW — 

IT 1& ALI- 
THAT MATTERS, 

IN HERE Ha 


1 [DON'T 9 
UNDERSTAND 
THREE ELEMENTS 
WERE SMASHEP 
TOGETHER WHEN 
THE ARCAPIA à 
CRHSHE De Pi 


WRAT PRE you 
GRBBLING FEGUT, 
GIRL 47 


f—- [CAN 
RERP ITS 
MIND! THERE 


SOMETHING | 


COMING — 
SOME THING 
HIPEOUS / 


THE POOR ur | 


|5 NOTHING 

THERE EUT 
LOA THING AND 
BLOOD LUST 
“THE PDOR a | 





“PESEC Rae ! You SOIL. 


SHALL PAR/ 


— PAY S 
WITH YOUR, 
LIVES” À 


JOSEF MANPRELL. 

ONLY PARES WHEN 
| HE LOSES AR BET, 
| FRIEND — 


THE OPPS BRE 
SHORTER THAN YOU 
THINK, MANDRELL — 
THESE MACHINES, 
HAVE LAIN INACTIVE 
FOR CENTURIES — 


“IDON'T FIGURE 
THE NEXT GAME 
TOO WELL TRYING 
To ESCAPE FROM THE 
BREKSIPE OF NOWHERE 
WITH A PSI-FRERK AND 
A MIXTURE OF MAN, | OF THESE 
| MACHINE ANP A VESSELS HERE 
| COLLECTION OF Buss “WILL EVER LEAVE 
IN A SHIPINE KNOW THIS PLANET 
NOTHING HBO Ty AEAIN ; a 
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Timebomb 


Producer: C.D.S. 
Microsystems 

Memory required: 16K 
Retail price: E5.95 
Language: Machine code 


The first computer heroes 
were simply 'vou', now 
players are offered a 
plethora of names and 
characters. The lates from. 

D.S. is Cedric — that's | 
You — who looks like a bear 
esra seem to be a 
avourite). The screen con- 
tains 176 squares or pale 
blue tiles on a black ground 
in an eleven up by sixteen 


across grid. Ten squares are | 


occupied by skulls and 
crossbones and six by little 
flags on posts. In another 
sits Cedric and somewhere 
on the screen, one square is 
taken up by the vellow 
timebomb. 

The time bombs are no 
joke — they start off with a 
figure of 30 which instantly 


starts running down to zero, | 


but not in seconds, The time 
actually allowed is more like 
five seconds. The object isto 
move Cedric around the 
screen and reach the time 
bomb before It goes off. 
When Cedric touches a 
square he erases it, and as 
he cannot move onto an 
already blanked square, this 
tends to make life difficult, 
especially with six bombs to 
defuse per screen. For- 
tunately it is possible to 
scroll a horizontal row along, 
which means you can get 
Cedric to a spot nearer the 
bomb and avoid the blank 
squares. The screen wraps 
around vertically and 
horizontally. 

ocoring is ten times the 
points remaining on any 
bomb when defused, steps 
taken, and bonus points for 
flags collected. Skulis, 
naturally, kill. After screen 
one has been cleared, screen 
two offers another hazard in 
the form of yellow boots 
which also kill on contact. 
The boots increase per 
screen to a maximum of four. 


CRITICISM 


“At first glance this game | 
looks colourful and fun but 
fairly simple. Playing It for a 
few minutes convinced me 
otherwise. It's still fun but 
inot that easy. lt's a bit like 





Skulls, boots and bombs as the time ticks away. 


those word puzzles where 
there is one gap left for you 
to shuffle the squares up and 
down to make words. The 
scroll facility actually makes 
the game more skilful in a 
way and possible, 
because of the time limit. 
When you've defused a 
bomb, another appears ran- 
domly, which gives you a se- 
cond to spot it, the hazards in 
between and the best route, 
then four seconds left to get 
there. It's all very frenetic, 
and by the time there are four 
dancing boots leaping about 
as well, the screen gets busy 
enough to make it hard to 
spot the wretched bomb. 

ore addictive than | first 
thought: 

This is an original game 
with plenty of appeal — the 
graphies, although simple 
and unanimated, look neat, 


2003 A Space 
Oddity 


Producer: DK Tronics 
Memory required: 48K 
Retail price: £4,95 
Language: BASIC & mic 
Author: Chris Fayers 


The on-screen instructions 





are quite amusing in explain- | 


ing that due to a strange 
combination of weeties, milk 
and sugar you have 
materialised in another time 
and dimension (which 
relates to the cassette inlay 
design, Showing a space 
ship approaching a black 
hole that presumably could 
manage three at a time). It 


goes on to tell you that on | 


your way to earth you will 
encounter all sorts of 
monsters and nasties, andto 
be honest, you are likely to 
be grabbed by the ghoulies. 

he title includes the word 
'Qddity' and that's just what 
this game is. lt manages to 
combine some of the 











bright and clean. The keys 
are well laid out, with two 
playing options and it has 
one of the best Hall of Fame 
entry methods I've used. It's 
fun to play, but has the 
drawback of being a high 
points only scoring game 
once you get the hang of it, 
therefore, a bit low on addio- 


“tivity, but very good for the 
16K: 


“Graphics are simple but | 


effective and the sound is 
great, nice continual step by 
step tune and wonderful 'bo- 
ing' noises when pes defuse 
abomb. The scrolli 

by holding down a scroll key 
and using the direction keys 
tor left or right. If you scroll 
next to a skull and don't get 
the timing right, you can 
easily stop scrolling, go into 
move and run into the skull. | 
wouldn't say its a maior 


elementsofaStar Trekgame 
with that of a text/graphics 
adventure. The object, as 
stated, is to get back home 
and deepest space is treated 
a bit like a haunted manor 
house in a traditional adven- 
ture. There are doors in 
space, stairways going up 
and down, forcefields (which 


| kill) and alien space ships 


which may or may not 
empty. 

The top half of the screen 
contains the display, 
although it would hardly be 
accurate to describe this as 
graphics in the accepted 
sense — another of the od- 
dities. It Is actually a multi- 
coloured panel containing 
description of options open 
along the lines of. WEST — 
FORCEFIELD: NORTH — 


ALIEN S/S; EAST — DOWN. 


Below is a second panel with 
a crude space scene in blue 
and white with hi-res draw- 
ings depicting simple 
outlines of what has been 


| described above. Stargates, 


when they appear, are attrac- 
tively animated. The lower 
half asks what you want to 
do. Heading for an alien ship 


“find trying to beat the hi- 


| kids. 





“cursor keys and O 


ngisdone | 








| do you want to do — Go in — 


| sends the screen into parox- 


| reestablishing the normal 








jame, to be honest, but | did 






























score became something of 
an obssession for an hour. 
Buy it if you like the idea, but 
it should be a big hit with 


COMMENTS 


Control keys: Q/Z = 
upidown, VP = leftiright, B 
to SPACE = scroll, or the 


Pao Kempston, Protek, 
AGF or cursor clip on. 
eyboard play: responsive 
Colour: good 
Graphics: simple but good 
Sound: very good | 
Skill levels: 5 (speeds, plus 
time bombs get faster) and 
more skulls) dl 
Lives: 3 
General rating: a simple but 
Original idea which will 
probably appeal to many 
players although its 
addictive qualíties may not 
be very high. 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualities 
Value for money 
Overall 


83% | 
E? Er 
79% 
82% 
54% 
65% 
71% 





results in your beingtold that 
there is an alien inside, what 


Leave — or Help. Help will 
tell you what's in there and 
how strong it is. If you go in | 
you may combat the alien 
mentally or with a laser or | 
you may run. Heading for | 
doors offers you the option 
of going in or listening. 
Travelling through astargate 


isms of colour flashes before 


screen, 
CRITICISM 


This is one of those 
adventures where you have 
very little in the way of 
freedom — it's all menu- 
driven. Combats are describ- 
ed and the results given, 
dead or alive. Although in 
some respects the 
responses are quite instant, 
at times you have to wait for 
ages while a little graphic ef. | 
fect takes place, which 
becomes very irritating — 
although, as it says, you can | 
press G to speed it up. Addi- 
tionally, the sound is a cons- 
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mel io Do 2 = 


tant twittering electronic 
noise which eventually 
drives the player mad. Not all 
that good, despite the low 
price. 

Fm afraid the sound on 
this game got to me almost 
| before the first alien did. It 
does have some very odd col- 
Ours and graphic ar- 
| rangements, but they aren't 
sufficient to overcome the 
way the adventure plays, 
| which is to offer you options 
that limit what you can do 
very severely. With this sort 
of adventure, there is no 
adventure. It becomes a matl- 
ter of saving, press a key and 
let's see what they throw at 
us next.' 


COMMENTS 


Colour: even odder 
Graphics: rather odd, but 
reasonably effective 

Sound: maddening 

General rating: not really an 
adventure, and certainly not 
arcade. Not particularly 
good value for money. 


Use of computer 55% 
Graphics 60% 
Playability 43% 
Getting started 55% 
Addictive qualíties 35% 
Value for money 45% 
Overall 49% 





a 
Micro Mouse 
Goes De- 

E] 
Bugging 
Producer: M.C. 
Lothlorien 
Memory required: 16K 
Retail price: E5.95 


Language: Machine code 
Author: Derek Brewster 


10 FOR N = 1 TO 704 
20 PRINT INK INT (RND 
“4% PAPER INT (AND *7); 


| 30 NEXT N 


Well it may not be the most 
stirring on-screen instruc- 
tions you've ever seen for an 
arcade game, but it happens 
to be the beginning of this 
one. The problem is that 
some characters within this 
weeny program listing are 
flashing and keep disappear- 
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o PRENT 
à as 
tvi; Ef 


“PAP BR INT (RNOST'; 


EN 





ENT LEeMD =7) 


; 
' 
, 
) 
/ 
f 
/ 
IF 
f 
í 
Ê 
m , 
pt 


Practice in BASIC programming — may come in useful. 


ing. The cause of their disap- 


pearance soon manifests | 


itself — or themselves. Yes, 
folks, you've guessed the 
problem — there is a bug in 
the program, or several in 
fact. Red ones, green ones, 
purple ones and ones with 
pink spots on them. They 
keep nipping around the 
screen, whipping the CHRS 
out of the lines and restoring 
them to one of the four cor- 
ners. If this goes on for too 
long there will be a serious 
systems crash (that's crash 
with a small'c'). 

Can vou take on the daun- 
ting task of micro mouse, 
whose job is to dash about, 
collect the errant letters 
from the four corners, and 
restore them where they are 
needed? As fastas you work, 
the bugs are bugging about 
like nobuggles business, 
whipping them out again. 
Contact with a busy bug 
delays you, but there is a 
remedy: a glowing mass of 


' Datakill, run over it, and 


you're empowered to spray 
the bugs, which gets rid of 
them for a few moments, at 
least until you run into one, 
then the Datakil| is returned 
to the base of the screen 
again. Meanwhile those 
CHRS are ali on the blink and 
vanishing once more. 


CRITICISM 


Em not quite sure why a 
mouse should be thought of 
as a de-bugger (If you'll par- 
don the expression), but he's 
quite cutely drawn, so 
perhaps that's alright. The 
graphics are all quite large, 
the bugs especially look very 
good, with twinkle toe 
animated legs and very 
smooth movement. In a 
sense it's a rather depress- 
ing task, Hurculean almost, 
foras hard as you replace the 
letters, the faster the bugs 
take them away. Perhaps 
that's the main drawback to 
the game, that it doesn't real- 


ly seem to get anywhere, 


Still, the getting nowhere is 
all very jolly and reasonably 


challenging. | found in the 
end that | settled for the 
Datakill and went on a 
massive bug-killing opera- 
tion until the system crashed 
around me. 

The instructions are à bit 
average, leaving you to find 
out really how to play the 

ame. Very unitike 
othlorien. Smooth, above 
average graphics and a busy 
screen. | suppose it could be 
useful teaching BASIC and 
de-bDugging programs, but 
otherwise can't really 
recommend it. 

Hs a good idea, and the 
execution is very good, nice 
large graphics that move 
very smoothly, but never- 
theless, it doesn't really have 
arcade appeal for me. The 
obvious trouble with it as a 
game is that no real skill, 
és fi a straightforward 
ability to manipulate your 
micro mouse as swiftly as 
possible, is called for, so 
aiter a few minutes playing it 
begins to lose its attraetion. 
One good point is that it has 
user-definable keys. Fun to 
play but not very addictive.' 


COMMENTS 


Control keys: definable, four 
direction and one for fire 
Joystick: most types can be 
catered for with the 
definable keys 

Keyboard play: responsive, 
B-directional 

Colour: good 

Graphics: above average, 
very smooth 

Sound: average 

Skill levels: 1 

Lives: 1 

General rating: average, fun 
to play but not very 


addictive. 

Use of computer 79% 
Graphics 70% 
Playability 58% 
Getting started 44% 
Addictive qualíties 40% 
Value for money 59% 
Overall 58% 


cerne 


Death Cruiser 


Producer: Noble House 
Memory required: 48K 
Retail price: E5.95 
Language: Machine code 


The time is a future century 
and we're in the days of the 
'Khasirah Empire'. The 
khasirans are a peace loving 
people who live on the planet 
of Zargat. To keep the place 
peaceful, they have done 
what all peace-loving 
peoples do, they have built a 
battleship of awsome power 
to defend the galactic cor- 
ridors and named it the 
Death Cruiser. 

The 'galactic corridors' 
are represented in the game | 
as grid of streets', lald out 
around regular squares. The | 
width of the corridors vary | 
from 'street' to 'street' and 
from screen to screen, with | 
the general layout changing 
db between the 
screens, The Death Cruiser 
appears at the centre of the 
base as each game or life 
commences. Aliens appear 
and can move in any 
direction along the | 
corridors, usually at the | 
screen extremities, and pro- 
ceed to hunt the Death 
Cruiser with single-minded 
determination, Siga 

You can fire in any of the 
four directions with twin | 
laser blasts, but the aliens 
arê very fast in returning fire. | 
Contact with any of them Is 
fatal, The aliens each have | 
different attack modes, 
some firing randomly down 
or across corridors, others 
homing in first. Bonus 
blocks appear, and if| 


| destroyed, it weakens the 


aliens' resolve. 


CRITICISM 


“The first thing that struck 
me about this game was the 
graphics. Although they are 

uite small in general scale, 
they are quite neatly drawn 
and detailed, but it's the 
movement which is surpris- 
ing. Quite the smoothest 
movement I've yet seen in a 
opectrum game. There is no 
flicker or jerkiness at all from 
the pixel movement. It's a bit 
difficult to get into due to | 
lack of instructions about 
the game objectives, 
although the general idea is 
immediately apparent. | 
think it would have been 














useful to have a display of 
aliens to be encountered, 
and points scored tor hitting 


them. These aliens are ex- | 


tremely intelligent, constant- 
ly checking your position 
and rapidly hemming you in. 


Tt requires concentration | 
| and dicas À decisions to 
| succeed at thi 


s game, There 
are a lot of aliens on screen, 


| each materialising one after 
 theother, six inallon the first 
| Screen. One type keeps 


vanishing only to reappear in 


| another part of the screen, 


When two or even three 


aliens are converging on 


vour position, it becomes 
quite unnerving, and as they 


ill start firing if you don't 


get outof the way or destroy 
them with your laser, your 
options for safety diminish 
very quickly, Playing with a 
joystick, the game is very 
good, If you're stuck with the 
present contro! key layout fl 
Is very difficult. The main 
problem being that the U 
and down keys are vertically 
astraddle the left key, with 
the right key being on the op- 
posite end of the keyboard. 

| couldn't work out what | 





was supposed to be doing 
with the aomna, apart from 
shooting aliens. As there are 
several types, it would help if 
you knew what they all did. 
Eventually it became clear 
that to be promoted to the se- 
cond screen | had to clear all 
the aliens. Not an easy task 
as they keep materialising 
after you have shot them. 
Staying alive is hard enough, 


without having to be skilful | 
enough to kill the load off! | 


With the keys the task is 
almost impossible, 'but with 
a joystick it becomes a 
dm ame, although 
| would have liked a few more 
developments than merely a 
change of maze layout. 
Marvellous, smooth 
graphics. The best I've seen 


as far as movement is con . 


cerned.' 
COMMENTS 


Control keys: Q/P = 
leftright, 1/CAPS = 
jp SYM SHIFT plus 
direction key = fire 
Joystick: Kempston 
Keyboard play: generally 
responsive, although with 








Smooth mover meets immoveable foros in Death Cruiser. 


—— 


key layout, firing quickly 
can be a problem 
Colour: straightforward, but 
well used 
Graphics: excellent smooth 
movement 
Sound: average 
Skill levels: 2 speeds, 2 
levels of difficulty (aliens 
more intelligent) 

ves: 3 


Comment: the game would 
be greatly improved with 
user-definable keys, and we 
beligve Noble House are 
intending to add them as 
soon as possible, as well as 
more detailed instructions. 
General rating: A game 
which proves that it doesn't 


| have to look fast to be fast, 


and despite appearances, is 


very hard to play. Good with 
a joystick, average 


with keys. 

Use ofcomputer 48% | 
Graphics 75% | 
Playability 63% 
Getting started 43% 
Addictive qualítios 73% 
Value formoney 67% 


Ove rall 62% 
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DETAILS 


Laval 9 Computing specialise In 
hugh, pure-text puzrho 
adventuras wilh deladed scearmery 
anda wealth Of puzrias. All games 
have over 200 locations and a 
save game feature and cos 
9.80 inclusive, 

MIDDLE EARTH ADVENTURES 
1: COLOSSAL ADVENTURE, A 
complete, full aize version of the 
classe mainframe game 
“Adventure with TO bonus 
locations added, 


2: ADVENTURE QUEST. 
Centuries have passed since the 
time cf Cologsal Adventura and 
el armies róam The Land, With 
cunning, You must overcome the 
many obstaches on the road io the 
Black Tower, source of thair 
demônio power, and destroy il. 
3: DUNGEON ADVENTURE, Tha 
tritogy Is completed by this 
massive adventure, set in the rich 
caves below the ahaitered Black 
Toner. À sense of humour FE 
ossontal! 

THE FIAST SILICON DREAM 

ADVENTURE o 

4: BNOWEBALL, The firat of Pete 
Austin's second trilogy. The giantdd 
cotony starahip, Snowballa has 
baar sabotaged and is heading 
torthe sun inthis giant game with 
TODO locations, 

THE LORDS OF TIME SAGA 
7: LORDS OF TIME. Our 


HE) ENCHEM EN ENEM ENENENENENENENTNE 
LEVEL 9 ADVENTURES 
BBC :>x COMMODORE 64 SPECTRUM «5 
LYNX 12x MASCOM 32x ORIC sex ATARI a2K 








REVIEWS 


“Aventuras which have a fast 
response time, are spectaçular in 
the amoúnt of detail and number 
ofiocatiónas, and ara available to 
casseta owners. Simply 
amashino!" - Sof, Sap! 83 
“Cologsal Adventure is included 
in Practical Computing's top ten 
games choiçe for 19843: “Postio 
and toughasheil” =P Decças 
“Tosum up, Adventure Quest isa 
wondertu! program, fast, excitirg 
and chalienging. 1H you ke 
adventures Ihen this one is for 
you” = NELAS jesua 7,3 


“Dungeon Adventure is 
recommended. With more than 
tu locations, POD messages and 
100 objects it will tease and 
deldght” 

= Educational Computing, Nov E3 
“Snowball.. Asin aliLevel9's 
adventures, the real pleasuro 
comes not from scóring points but 
in exploring the mora in which the 
game is set and leaming about its 
denziana .. this program goes to 
prove that tha mental pictures 
conjured up by a good textual 
adventure can be far mora vivid 
than tha graphics availabte on 
home computers,” 

= Which Micro? Fab 

“Lords of Time. This program, 
written Dy newcomner Sue Gazzard, 
loins my favourita series and is an 
extremely 900d addition to Level 


congratulationa to Sua Gazzard 
tor her Super design ofthts naw 
time travel adventure fhrovigh the 
agés ot word history. Chi ta lha 
lce-ageo, go romin' wilh Caesars 
legiona; Shed light on the Dark 
Ages, elo, ic, 





Level 9 adventures are available at £9.90 from good computer 
shops, or mail order from us at no extra charge. Send order, or SAE 
for catalogue, to the address below - and please describe your 
micro. 

LEVEL 9 COMPUTING 


Dept Cm, 229 Hughenden Road, High Wycombe, Bucks HP13 SPG 





9's consistenthy good catalogue.. 
As wa have come to expect from 
Level 9, the program is executad 
with wondertul styia - none oi 
ihoge boring Fou cant do that” 
messages! Highly 
recommended” - POW 1st Feb 84 
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GIVE VOURSELE THE WINNING EDGE WITH THE FAsULOUS NEM | | DENIS THROUGH PENA 
THE DRINKING GLASS | 14% *? *, 


FOR 48K SPECTRUM 





| ditlidirass 


TAKE ADVANTAGE OF OUR 

| SPECIAL PACKAGE DEAL, 

| THE SPECTRUM JOYSTICK 

| INTERFACE WE SUPPLY IS THE 

ONLY INTERFACE FULLY 

COMPATIBLE WITH THE RAPID 

| FIRE MODE OF THE NEW 

QUICKSHOT H JOYSTICK AND 

WILL PLAY WITH ANY GAME 

FEATURING THE KEMPSTON 

OPTION. 

THE INTERFACE |5 ALSO 

COMPATIBLE WITH ALL ATARI a Ad) 
TYPE JOYSTICKS. a 


QUICKSHOT || & INTERFACE 


oniy 


£22.95 
save 2.05) 


City iam 

[o] Package Deal E E22.05 

[] OQulckshot di only E E720E 
[] intortaca onty E £12.95 

| Plaass add E1.00 p & p 
Choques'PO to NEWE-SOF T 





VOTED A WINNER BY 


JOYSTICK JURY 


With your skiH and a QUICKSHOT H you 
have 8 winning combination! 
LOOK AT THESE FABULOUS FEATURES 
“ AUTOFIRE ENITCH 
* NEN IMPROVED GAIP « TOP FIRE 


BUTTON * TRIGGER FIRE BUTTON 
* BUILTAN STABILISING CUPS + 


| Mama 


| Vonciosa Cheque/PO Tor E 


Sand order to: NEWS-BOFT, 196 MILBUAN ROAD, ASHINGTON, | 
NORTHUMBERLAND NEG3 0PH 
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COMPUTER & VIDEO GAMES | 





Are they long enough? 

What is number 36? 

Who spoiled the photos? 

Is there really such a pub in Plymouth? 
What made Woy dizzy? 

Is he a quarter pounder? 

A hole in one or one in a hole? 
Where did he learn to talk like that? 
Has he gone off his Malvinas? 

- Who is it dummy? 


OLD PÇ 


eli, 


Score 10 — You wrote it. 1 - 5 You've played it 
O-— To get your copy of Denis Through the Drink- 
ing Glass send £5.50 to: 


APPLICATIONS 
SOFTWARE 
SPECIALISTS 
8 St Pauls Road 
Peterborough 
PE1 3DW 





SOFTWARE 
“The battle could be yours..... 
Cor o=»»- Put it won't be easy! 


This Is ZIGGY, shown disóem. In his exploratory capsule 
and is a true representation of the on-screen graphics. 


THE PYRAMID 

THE PYRAMID is an arcade style game which has a very adventurous 
feel to it. 

The Pyramid contains 120 chambers on 15 levels. In order tó get from 
one chamber to another you must fight off the indigenous aliens to 


coliect an energised crystal which will neutralize the force field guarding 


the pyo exits. 

The Pyramid isinhabited by a total of 60 weird and exoticalien types, 
all of which are beautifully animated. You will meet a whole variety of 
demorns, droids, insects and monsters, with a sprinkling of the more 
unusual, the extra-terrestrial baycezers, galactic strawberry, cosmic claw. 
mutant eye, plus a whole host of entties that defy rational description. 
You“ no doubt invent your own nickrames. 

You proceed to explore the pyramid from top to bottom with the 
difficulty generally increasing with the depth of tevel. Depending on the 
choice of exit from each chamber you are likely to have a different game 
every ume you play. 

Apart from the challenge of trying to achieve the highest score 
possible the pyramid contains a number puzzle to solve. The more 
chambers you successfully visitthe more information is gathered to 
enable you to discover the secret numbers of the pyramid, The puzzle 
won't take you days to solve, it will probably take you a few months. 


DOOMSDAY CASTLE 

DOOMSBAY CASTLE consists Of a labyrinth of 74 complexdy inter- 
connected Halls and Passages where you will meet a whole hostof 
adversaries. serving the infinitely evil Scarthax, the Garthrogs, the 
Orphacs, the prenomenaily nasby Gooaly Bird and the Urks which 
manifest themselves 1 in over fifty unbelievably weird and wonderful 
quises. 

star thax has scoured the Universe to bring together the sxancient 
stones of lifefórce, United in Doomsday Castie they are being used to 
wield an irresistable power over the cosmos, emanating waves of 
cormuption through every galaxy: 

Tosave the Universe, you must battle your way through the Castle 
to find and collect the six stones and use their force against Scarthax to 
destroy Doomsday Castle, hopefully escaping yourself before the final 
cataciysmie explosion, 

The task is not easy [saving the Universe never ts!) amd it vvill take 
you many games to unfold the structure of Doomsday Castle and 
discover the locations Of the ancient stones. 

The addictive arcade style action will keep you coming back to play 
but the overall challenge should still Keep you occupied for months. 


FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, LASKYS, GREENS, 
RUMBELOWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other good software retailers. 


The Pyramid at £5.50 and Doomsday Castle at £6.50 from 


FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 
despatched by retum first class post together with free membership and current newsletter ofthe Fantasy Micro Club. 
Trade Enquiries welcome — telephone 0242-583661. 





STING 64 £7.95 


«-IHE YEAR OF THE GAME LORDS. 


BUGABOO (THE FLEA) RAYMOND BRIGGS' DRAGONS BANE £6.95 
£7.95 THE SNOWMAN £6.95 


ANT ATTACK £6.95 


TIME GATE 
PURPLE TURTLES 
EMFHAWK 
MINED OUT 
THE GENERATORS 


Quicksilva rams are available from; Boots, W.H. Smiths, J. Menzies, Microdeale 
- a E * a] nã fa é pts ! np! E F [] 
HMV, Hamieys, John Lewis, Computers for All and all reputablo 
specialis! computer stockists. 


FRED £6.95 





